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BUen m/ h$if hurts 


Boxing isn't pretty. In Contender, you'll face 40 different thugs, all v/ith their own look and fighting style. You 
can throw jabs, combinations and arcade-style knockout punches. Plus, you can build up the strength of your favorite tighter, 
save it to a memory card, and pummel a friend later. In short, it’s a good old-fashioned, mano-a-mano slugfest. 
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7 EDITORIAL 



It’s bEBn a very busy month around the offices of Dimension Publishing. Among buzzing over the news and announcement of the next generation PlayStation ^ 
technology, digging deep for exclusive E3 information, visiting a host of publishers and developers to see their new titles, getting ready for the show, 
and chasing out the chickens, we've been focusing on making some substantial editorial and design changes to the magazine. If you flip through these 
pages, you'll notice a brand new look from start to finish. With the help of all of your comments and criticisms, as well as our desire to keep the magazine 
fresh, new. exciting and an interesting read, we feel we've put together a great product. While this is definitely an evolutionary process — we are 
constantly adding new sections and features, while losing the stuff that just doesn't work — it is also a democratic one. Keep the feedback coming. 

Let us know what you like and don't like, and we'll continue to strive to make this your magazine, as much as it is nurs. 

Now that I've gotten the feel-good section of the editorial out of the way, let's talk about Ape Escape, this month's cover feature. A testament to Sony's 
drive to bring new and innovative titles to the PlayStation, this is the first game that can only be played using the Dual Shock analog controller. 
Sporting a colorful cartoony visual look and style akin to something you would see and play on that other next-gen system. Ape Escape is all about inventive game play 
mechanics. After a few minutes of capturing pesky monkeys using the games spot-on controls, you'll wonder why more developers haven't taken advantage of the Dual Shock's 
extra features. We hope Sony gets the word out on this one, as it deserves some special attention. 

Last topic, I promise. With E3 right around the corner, we've included our annual "Show before the Show" coverage. This year, we were able to track down 2B different 
publishers and get a hold of early shots of some of the PlayStation games they will have on hand at the show. As usual these are just the ones they are willing to talk ° 
about beforehand. Rest assured, we will risk our very lives to go even deeper, look behind every curtain, get into every closed door we cen. and piss off more than a few 
PR people in the process, in order to bring you ait of the relevant PS info directly from the show floor. Without missing a beat, you will find this info in next month’s issue. 
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GREG GAVE CHRIS 

One of those rare guys Oave has been a Kramer likes games 

o who can go through gaming addict since where he can fight or 

life completely ignorant Pong and has the dance, two things 

of his surroundings, thumb calluses to which he cannot do in 

Greg spends most of prove it! Ha enjoys real life. He fervently 

his time trying tn clean most games, with the hopes that one day an 

and organize his desk exception of linear enterprising Japanese 

while also attending to RPG s and turn- gaming company will 

his editorial duties. based strategy figure out how to 

While rumnrs abound games. He particu- combine these two 

that Greg is known as larly likes a good styles of play. When 

the "nicest guy in the action/platformer, he’s not counting down 
® industry', just call him sports, racing and the days to Phantom 

Jack and see for your- action/adventure Menace, he practices 

self. games. his complaining skills. 


|S4ARI< FABIAN ERIC 

Joined the staff as a Having been born Gurrently trying to 

contributing editor in November 15.19G3. wean himself frnm 

the summer uf 1933, he has obviously Jack's tacos and 

but never got a free been playing games Oreo shakes, Eric 

ham as a signing for a rather long has been spending 

bonus. He ts an attor- time. This puts him way too much time 

ney by profession, but in the old fogy club on the net LOOKING 

is currently an at- along with Dave at fast food. He's 

borne Ded raising two Winding. Sports caught "baseball 

children. Mark's games have always fever" and is trying 

favorite genres include been his passion. to keep up his sea¬ 
racing, adventure due to the manner in son play in three dif- 

/exploration, ret- which they never ferent games; MLB, 

rogaming. and any- seem to play the Baseball ZOOO, and 

thing with frogs in it. same way twice. ASB 2DDD. 


A O A. Iv1 

A gaming fanatic 
since day one, Adam 
found his way into the 
industry 7 years ago 
and has been happy 
as a lark ever since. 
Currently, Adam is 
writing for several 
different outlets, 
attempting to steal a 
copy of Wipeout 3 
from Psygnosis and 
finishing a journalism ® 
degree at San Jose 
State University. 
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Ape Escape, Urn Syphon Filter. Ape Bust A Move 2. Street Bust-a-Groove, Need Syphon Filter, MLB MLB 2DQQ, Baseball Castlevania: SDTN. 

Jammer Lammy, Drink! Escape, MLB 2DDD and Fighter Alpha 3. For Speed; High 2QDD and FIFA '99 2DDD, ASB 2DDD, Galaga (Namco Vol. 1), 

and Driver Bugs Bunny's latest. Interna! Section and Stakes, Tenchu and Syphon Filter and Tai-Fu, G.Oarius and 
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GRAND THEFT HUTD + DTH, LONDON IHBH" 


TWO GAMES, TWO COUNTRIES, 

NO RESPECT FOR THE LAW! 




I 

For less than the price of a 
normal game, become part of 


gaming history. I 

i I !! 1-: ■ ;. i: / 

\IJ \ I I I'l i I'l ( '■ l' .'Ml : ! 1 ! : (: I 'i 

iJi-M take 


you on every classic car chase 
you've ever seen, as you prove 
you're one bad mutha. Blaze 
your own trail across urban 
America. "Borrow" any car, 
go anywhere, shoot anything. 

Then take a trip to > n i 

I Miifif'i'i III Prove you have 

the criminal skills to dominate 


on two continents. Big Ben, 
Buckingham Palace, The Houses 
of Parliament, ^ i h ! i , i 


Sounds like a great vacation. 




THE DIRECTOR’S CUT 

Grand Theft Ruto + GTR: Lanrinn 1RBR J 


flOCKSTAR 


ik' ik' ik' ik' 


* GTA: London 1969 is an add-on disc for Grand Theft Auto. 


PlayS^stion and the PEayStatton logos are registered trademarks ol Soriiy Computer Entertainment Inc. All rights reserved. The Rockstar logo. GTA London, and the GTA London logo arc trademarks of Take Two Interactive Soltware. Inc, 
©1999 All rights reserved. The ratings icon is a trademark ol the Interactive Digilal Software Association 
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‘^Tojp-notcli arcade tlxe best baseball game AI”- pc Gamer 

TruPlav™AI 

polygonal players 
Broadcast-style 


“...all tie intricacies of a real game, from line drives to 
tie suicide squeeze and tie double switci.’^ 

-Family PC 

Blazing fast 
Pro-style 

Multi-player 

Tils game feels like basebaU...great gameplaj; and sup^^ Al. 

No otier game does tiese tiings.’^ 

- PC Sports Games 

New 1999 MLBPA 

Career Mode 

Multi-player trades Manage-only mode 
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Dear PSExtreme, 


I would like to know if there is any way to get 
back saved games that were accidentally erased 
from my memory card. Thanks. 

Dan 

Yes, friend Dan, there is a way. Immediatefy cfrer 
accidentally deleting a saved game file, press 
LI + L2 ^ R1R2. 

Dear PS Extreme, 

When's the PocketStation coming out in the 
states? Will the American version of Ridge 
Racer:T4 support it. Oh yeah, what's with the 
chickens and who started this anyway?!?! 

Jared Watson 

There i no official word on a U.S. release for the 
PocketStation. The little gadgets are selling so 
fast in Japan that there's a large shortage, so 
there aren t currently enough of them to release 
in the U.S. We expect we‘11 probably see them 
show up late this summer. Some U.S. games 
currentfy in development will have PocketStation 
support hidden in them, accessible with a code. 
The whole chicken thing started as soon as it 
was possible to create an image of a chicken 
in a videogame... Freeway for the Atari 2600 
was thefirst, andyou ’ll be fuird-pressed to find 
a game without a chicken in it somewhere today. 
The bond between man and chicken is strong. 

Dear PS Extreme, 

How long does a game critic for PSExtreme test 
a game before writing up the review? Also, where 
would 1 obtain review copies (not demos) of 
PSX games so I can get 'a good feel' for them 
without performing 100 zillion hours of testing 
per game? 

I won’t ask the employment question — I want 
to start my own web site and hone my critiquing 
skills first. Thanks for your help. 

Mike 

We demand that our game reviewers spend a 
minimum of one week ofplaying a game, full¬ 
time, b^ore being allowed to write a review. We 
like to see the game being reviewed played 
beginning to end so the reviewer has complete 
knowledge of the gcane. A lot of times in the past, 
this has led people to criticize us for giving a 
game higher scores than people think they 
deserve. In most cases, this is because they 
haven iplqyed the game long enough to give an 
informed opinion. They decide they don’t like 
the game after the first level and don’t give the 


■v , 

game any more consideration after frat.; Our 
reviewers don’t have that optfrn. ^ey are . 
required to complete the game, ho nudter wkat 
their initial impression is, or their desire to 
continue playing. As for getting your.own pre¬ 
release games for review, you need to establish 
your website as a competent andpopular place 
for people to read your reviews. You ’ll have to^ 
start with games tluxtare just recently reledised. n 
After you’ve got a good reputation, yotican^^tart 
callingvariousgamecompatiiesandasktoif^eakv, 
to the p&son in chcage of PR. Introduce yourselfi' 
and your website. Tell them you’re interested in 
receiving beta versions for review. Allow them ' 
lim^ to check you outfirst. Don ^expect them to (' 
overnight you a disc on your first call. Qoodh 
luck * ^ 

Dear PSExtreme, ; * '. 

' ts 

n 

I am writing in response to what you said about 
the PS2. You neglected to mention that 55 million) 
polygons is without using full effects, lyhich will, 
bring it down to about 13 million polygons. Also; 
you said “Nothing is going to come close to 
PS2.” I take it you weren’t counting on Nintendo 
to surpass your system. Well they have... big'' 
time. The new Nintendo specs were just released. ^ 
Ill give you the rundown. It can geilWate 300 
million polygons and can push up to 800 million 
polygons. It is built on MPEG2. Also; the same 
company that helped make the PS2 is also ' 
working with Nintendo. That’s right, it’fe Toshiba, j 
The default resolution is 2048 x 1000 somethingl 
The new Nintendo system is going to stomp 
on the competition. A demonstration of the. 
system was held at the TGS in Japan, and it went 
great. The games looked Just like real life (no ' 
joking!). You can check all the specs at 
www.avault.com for yourself. ( 

Do you really think you can compete with 
Nintendo? Your publisher Dave said “Sony has 
relied on the technical expertise of Ken Kutaragi 
and his team to create NEW gaming technology \ 
that will solidify Sony’s position as the global 
leader in electronic gaming.” I’ve got news for . 
you. Wrong! Your system is nothing compared 
to Nintendo’s! Nothing at all!! ' 

Anonymous 

Every system’s numbers are reported without 
usingJuU ^ects, so it stillJives whenyou conpareh 
systems. There have been no official specs . 
released by Nintendo. That information yo^ got ‘ 
there was released on what day?? Hmmiip?? 
April 1st mc^be?? It can generate 300 minion , 
and push 800 million polys? What Hoes that 
mean? MPEG2 is a 2D compression algoifthm ^ 
and has nothing to do with polygons. 2048 x 
1000-something default resolution?! Obviously 
the system won’t be targeted towards the 8-13 
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i i ^ i 1^ i wi. Are you a chick? 

With the new designs in the magazine, we've 
decided to add o few new features to our regular 
sections. With EXmoil, we've decided to start a 
column in which oneof our editors will solicit topics 
for discussion, so we can hopefully generate some 
intelligent exchanges for a change, ("wink*^) 

Recently, competing magazines have mn articles 
about videogames which they believe women will 
enjoy. Although the magazines received criticism 
for some of their tongue-in-cheek comments, the 
fact remains that videogames are a predominantly 
male activity. Is this a problem? 

Has the emergence of the PlayStation as mainstream 
entertainment created a new audience consisting 
of more females and older males, or are most 
videogamei's still teenage boys? Should designers 
intentionally create games for a female audience? 
Or is there something about videogames which 
makes them inherently uninteresting to most 
women? 

If Dooncy & Burke or Gucci were to release fishing 
tackle boxes in fashionable designs, 1 don’t think 
more women would want to go fishing. If Marvel 
or DC Comics were to release an adaptation of Pride 
and Prejudice or The Bridges of Madison County, 

I don’t think that more women would choose to 
read comic books either. It isn’t sexist to note that 
that there are some pastimes which seem to appeal 
more to males than females, and vice versa. 

My Mother, my sister, and my wife have all played 
videogames to varying degrees. Tliey haven’t played 
as often as my Dad or I, however. Not because they 
can’t find games they like, but simply because they 
would rather spend their free time doing other 
activities such as reading, shopping, sewdng, 
gardening, and so forth. As much as I love 
videogames, I have to admit that I don’t see how 
they are missing out on anything important. 

No smart company would intentionally ignore a 
potential market consisting of just over half of 
the population. Yet most efforts to create “female” 
videogames have failed miserably. On the other 
hand, games which women seem to enjoy such as 
Centi})ede, Frogger, Tetris, and Abe’s Oddyssey all 
have one thing in common—they are good games! 
Rather than wasting any more time wondering why 
w'onien don’t play videogames to the same extent 
that men do. designers should put their energies 
into coming up with newer and better games for 
those of us who do want to play them. 

Although I’m certain that advertisements featuring 
nearly-naked, large- breasted females don’t help 
attract w'omen, 1 don’t see that women are 
intentionally being shut out of the industry as either 
designers, producers, journalists, or consumers. 
There is no gender problem. 

-Mark Androvich 


























year-olds this time around. Sounds like they ’re 
going for the 30-50 crow4 yvith their HQTV’s 
alrea^in their living rooms. Sheesh. Also, it’s not 
m competing with Nintendo. We Ve all got our 
N64’s and like them Just fine. In case you didn’t 
know, we also publish a Nintendo-onfy magazine 
called Q64. So there. 

Dear PS Extreme, 

I love your magazine. It’s the BEST ever. 1 sit by 
my mail box every day reading all my old issues 
until my new one comes. In fact, I could barely fit 
this note into my schedule! Now that that’s over 
with, I have some questions a lot of my friends and 
I wanted to know about PS2. Here is a list; 

1. Can PS2 use PS 1 games, and if so, will it enhance 
them in any way? 

2. Can PS 1 use the PS2 games? 

3. If no^ will it use cartridges? 

4. Will it use a memory card? 

5. Will it use the old controllers? 

6. Will we be seeing the same types of games come 
out of the PS2. 

7. Will the same companies make the PS2 games? 

8. i love DVD. Will it play tjie DVD movies? 

9. Will it have four controller slots or will I still 
need a multitap? 

I would really appreciate it if you could put this in 
your magazine because all my fiiends want to know 
this stuff and I’m sure others do too! 

i 

You obsessive reader, 

Chris 

None of the details about the actual PS2 console 
have been announced, so we will tell you what the 
most likely rumors are. 

1. Yes. Graphic enhancement should be possible, 
hut nobody can say if it will be done. 

2. Definitely not. 

3. No. 

4. ifej. 

5. No. 
b.'Yes. 

7. Yes. 

8. It wiU have a DVD-ROM drive, but that doesn’t 
mean that you will be able to play DVD movies. 
Hopefully you \^U, but Sony may not want that 
option in a gaming console. 

9. No. It will have USB (md Firewire. CffiB supports 
up to 127 controllers or other devices through 
interconnected external hubs (usually four or 
seven ports each). When a hub’s ports fill up, 
you can simply attach another hub and keep on 
plugging in more stuff as needed. No word on 
how many ports the PS2 will come with. 

Dear PSExtreme, 

U- 

I noticed you printed a few letters from hopeful 
reviewers last issue (April, ‘99), and while revealing 
the delights of the latest developements in gaming 
is certainly a task I’d relish over say, digging ditches, 
I think what you guys really need is someone to 
do a final prepress edit. I have received three issues 
of PSEx so far, and every one contained several 
(to my slightly refined tastes) glaring errors. Here’s 

•-1 


what I found with just a casual read-througli (note, 
if you. want me to be thorough you’ll have to pay 
me!): 

Pg. 10 under ‘More Rugrats’ par. 2; “We are thrilled 
to continue the wining relationship with 
Nickelodeon...” implies nothing but dmnken parties 
between the nice folks at Nick and those frenzied 
professionals from THQ. An easy slip but funny 
awkward in context. 

Pg. 35 par.2; in the first sentence Garbadia is named 
as a country, but the third sentence reads “The 
President Garbadia...” when it should read “The 
President of Garbadia...” - unless of course the 
tradition in Garbadia is to rename the elected leader 
after the nation? 

par. 3; there is no close quote after Witch’s in the 
second sentence. This brings up another, wider 
point about the use of qoutation marks around 
proper names and titles throughout the article. Now 
I’m no professional editor, but it seems unnecessary 
to use quote marks here; apostrophes can be used 
(‘Witch) if one needs to imply that the witch title 
is actually a pseudonym for another, more sinister 
(or benevolent) name, otherwise it can read straight, 
ie. “Rinoa Heartily: Leader of the Forest Owls,”. 
I realize the article on Final Fantasy VIII was 
submitted close to press time; I have worked at a 
print shop and I know how deadlines can take 
precedence over careful editorial work, so forgive 
me if I seem over picky-1 really enjoy PSEx and 
want it to be the best it can be. 

Pg. 46 (Legend of Legaia review); the last sentence, 
which continues to the next page, has an 
unnecessary capital-”Speaking of fights, this brings 
me to my first complaint; The fight encounter...”. 
O.K. I’ll stop now. I wouldn’t want you guys to 
think I’m just a nerdy nit-picker out to show you 
all your flaws, my hobby is actually writing poetry 
for performance, or spoken word. Unfortunately 
most folks in the spoken word community here in 
Seattle think I’m slightly diseased for being so 
obsessed with gaming but I know you understand. 
For instance, has this ever happened to you? Four 
times in my life (that I can remember) I have played 
some action title until my thumb joints were so 
tender I couldn’t use them for a couple of weeks- 
and 1 played Pong when it first came out, so I’ve 
been doing this for a while! Here’s a little sample 
editorial I hope you will consider as part of my 
copy editor application: 

Final Fantasy Tactics 

A Little recognized offshoot of the popular Final 
Fantasy RPG series, Tactics is a turn based game 
played on a limited area, much like chess. Unlike 
chess, however, the player has the opportunity to 
use a much wider variety of pieces, including some 
seemingly silly ones like chocobos, a deadly, giant 
version of the common chicken, and dancers, who 
use their beauty and song to charm the enemy. 
When I describe this game to my friends, I go 
straight for the cultural archtypes; you remember 
that scene in Star Wars where the Wookie, 
Chewbacca, was playing a holographic game on 
a round board with the robot, R2-D2? Tactics is 
like that, except it isn’t holographic (yet!) and you 
probably won’t lose your arms if you win. You may 
want to throw a party though, some of the battles 
1 have been through have been so knuckle-bitingly 
close to total defeat that 1 felt 1 should receive a 


trophy or parade for coming back from the brink 
after fighting for at least an hour. 

If you’re like me the idea of spending several weeks 
developing characters is nothing, as long as the 
quest itself is interesting. I’ll do whatever it lakes 
to max out my characters, if that means staying up 
until 3 AM on a work night to finish one more battle 
then I’ll do it. 

You start the game with these pathetic little squires 
and chemists (healers) who are so vulnerable to 
sword strokes and beak peaks (from the chocobos) 
that you may want to give up. Don’t do it! Cliamcter 
classes available later in the game are devastatingly 
powerful, such as the awesome warrior samurais, 
who can cast protect spells over your entire party 
as well as destroy enemies with a single blow; or 
the fearsome summoners, capable of bringing an 
entire enemy group to their knees. 

This is not to say there isn’t a story connected with 
Tactics, far from it; the storyline is complicated, 
convoluted and will provide hours of intrigue to 
puzzle over for those who like their plotting thick. 
For me though, even when I’m playing a regular 
Final Fantasy title, the story takes a dim third place 
to building my warriors and finding those secret 
power items. One of the most powerful swords 
in the game is on top of a volcano and can only be 
reached when most of the game has been 
completed-a task only for the truly dedicated! 

My strongest recommendation for Final Fantasy 
Tactic, however, is simply this-I wanted to play 
it again. I so rarely want to play games repeatedly 
that I think I can count them with one hand; titles 
like Zelda for the Super Nintendo, and Resident 
Evil 2 for the PlayStation come to mind. So if you 
love strategy RPGs and have a month or two to 
kill, give Tactics a try-you won’t be disappointed. 
Hey thanks a lot for reading my letter. I’m serious 
about wanting to work with you folks, so if you 
like what you see give me the word. 

Sincerely, 
Nik Chatfield 

We alwc^s enjoy hearing feedbackfrom readers 
on ow copy &diting skills, however... those pointing 
out our errors should endevour to be error-free 
themselves. There were several arors inyour letter 
— a few of the most glaring ones are; your use 
of (andfailure to use) commas is dismal, and you 
use hyphens where dashes are required. You also 
spelled qoutation arul developements incorrectly 
and misused ^(Le.,). There’s plenty more, butwho 
cares? Nobody’s perfect. What’s really irr^rtant 
in the big scheme of dungs is good content, which 
your letter has, with the ^vat review (even though 
you didn‘t give a score!). As for employment, we ’ll 
get back to you. 

A^ldress ail ^o- 

E M mnnaa. 

CKeSS t>riYe. fe 

fos-feP Ciiw, CA 

SeNil GrPeJ So^tve He'SJ 

■ 








Croc hurries along pathways 
and scurries below them. 


Croc races into action in a go-kart, 
hang glider, speedboat, mine cart 
and a hot air balioon! 


Croc picks up and throws 
objects to discover hidden clues! 





























fp'TtfcfCr. 


i^rac ^ racK In an excWng new advenitn'e as he searches for his long lost parents, dot the search soon becomes a 
showcfewn as Croc's archenemy, ^aron Pante, is magkalfy resurrectec/ by his Panpnis. Join Croc's Journey as he eirp/ores 
over ¥> ia^efs within four Gobbo tribe oiTio^es^ each pacheof with unitj^ue Pobbos, mischievous monsters, ancf tons of fun.'^ 


mmi 


CROC 2 © 1999 Argortaut S&ftv/are Lid. All fights reserved. CROC 2 is a Irademark of Argonaut Software Lid.© 1999 Twentieth Century Fox 
Film Corp. All rights reserved. © 1999 Nabisco, Inc, PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
Er^terlainnnent Inc. Fox Interactive is a registered irademark of Twentieth Century Fox Film Corp. 
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Okay, so we’ve drooled over the forth-coming “next generation 
PlayStation,” and we’ve ail ooh-ed and ahh-ed over the system spec’s 
and capabilities of the hardware. Let’s take a moment to look at some of the problems facing 
both gamers and game developers alike in the months ahead. 

A few days after the announcement from Sony, the head of Squaresoft was quoted in one of 

No more than five software companies can develop 


K i fljtmwF 1 Japan’s largest newspapers as saying, 

gamesthattakeadvantageofthePlayStation2’scapabilities. The new technology will draw 
g “ ' the lines between developers who have computer graphics prowess and those who do 

g not.” This is fine for Square, who definitely is one of those companies, but what about smaller folks? Square, and companies like EA, 

1 Namco, Capcom, Konami and a bare handful of others, can afford to have fifty to sixty person teams working on a single project. But 
U what about snialler companies like From Software (King’s Field), ArtDink (Tail of the Sun), Eidetic (Syphon Filter), Enix (Bust A 
^ Groove), etc? Do we really want the gaming world to be ixiled just by the huge (and, some might say, conservative) software houses? 

^ While the bigger companies are responsible for some great franchises, spoils lines and two or three hit games per year, what will become 
^ ;pf the quirky imiovation that comes from smaller studios who produce games like Parappa or Lemmings? And will gamers even want 3 
g to play “smaller”games like this in the face of the three or four titles a year that really crank on the new hardware? Close to a hundred 4 
i people worked on Final Fantasy VII (probably even more have been hard at work on FFVIII) and that game isn’t anywhere near the 
complexity possible with next year’s ultimate Christmas present. How many companies can afford a team of this size? 

S' The PlayStation 2 is an incredibly high-powered system (although by the time it ships next year, 3D accelerated PCs will be roughly " 
at the same level and will ultimately eclipse even Sony’s cunently amazing specs), which means a whole new world of headaches for 
developers. With this power comes the ability to model even greater realistic/cinematic experiences. Developers will have to become ' 
S much more cognizant of camera placements and movements, true directorial processes, sound effects, musical scores and the thousands ?;j 
r of other elements that drive Hollywood blockbusters. Would you have wanted to see The Matrix if it had lacked all the cool special ^ 
^ effects? How would The Phantom Menace have been a different experience if Lucas had just used the same generic techno track looped ^ 

over and over, instead of having John Williams create another M 
inspiring score? Would Shakespeare in Love have been as great ^ 
a movie if it had starred B-level actors like Pam Anderson, Robert 
Patrick or that guy from Mortal Kombat? 

We’ve already seen what happens when Hollywood becomes 
involved with the gaming world, with results that have ranged 
from the merely bad to the terrifyingly bad. ET for the 2600, 
fill 1-motion video garbage from companies like Digital Pictures 
and Rocket Science, and the fast-disappearing TV and movie 
interactive companies like Viacom New Media, MGM Interactive 
and Time-Warner Interactive left smoking craters on tlie gaming 
scene as a result of crashing and burning into a market they 
didn’t quite understand. 

Zip out onto the internet an4 download the trailers from the 
PlayStation 2 conference. Take a look at tlie incredible Ballroom 
Dance sequence that Square provided. Amazing. Wbil® we’ve 
been inundated by Happy Talk ftom the marketers and CEOs 
from the publishing side, the development community is locked 
in a mental battle between really wanting to work on a PlayStation 
2 game and having their pants scared off by what those games 
will require. Smart developers know that doing a full-on y- 
PlayStation 2 game means doubling the budget, time and team 
required. When you’re dealing with “next generation technology 
(that) combines this richly detailed graphic quality with the 
revolutionary ability to generate worlds, characters, behaviors 
and complex physical simulations in real-time” (according to 
SCEA’s press release from the event), it’s not as simple a matter ] 

as cranking out another fighting or platform game. Development 'J 
time is going to go through the roof for die big projects, meaning ** 
even fewer “Triple A” titles a year. 

One of the biggest selling points to the next PlayStation is its 3 ^ 
reported backwards compatibility (you just know that this isn’t 
going to be 100% tine; I’ll bet money right now that there are 

Continued next page... 


Our monthly listing of those mediocre games companies try to 
sneak beneath our “radar” — sending them straight to store shelves 
without furnishing them to reviewers. 


ELIMINATOR (Psygnosis) brings to mind the gameplay of classics 
such as Smash TV and lecent games such as Forsaken and Crime 
- Killer. The problem is that the game is just 

LL::- ~| average. The sound effects and 

music are mediocre. The graphics 
are good, but not excellent. 
Although it runs at a brisk frame 
rate and has nice weapons and 
explosion effects, nothing about 
Eliminator captures your interest. 
You basically steer a veh icle around 
H H futuristic arenas shooting a bunch 

of robotic etiemies. When an arena 
i s cleared, you are allowed to move 
H on to the next one. Eventually you 

will face a boss chai'acter, and when 
you beat it, you will start another 
^evel. The poor control doesn’t help 
iHS 3 — analog is not supported, and it 

and the 


is hard to aim vertically 
two-player deathmatch seems like 
an afterthought with its uninspired 
aienas. This gameplay worked fine 
in the 16-bit era, or even when the 
PlayStation was brand new, but 
now' we’ve come to expect a little 
bit more. 
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INoxt party, tost* lh(' pinata. Mrw l^oiiit Blank''’ 2 allows m> to 8 of your *fim-<‘raz(‘(l )>als to unload on ov(‘r 
70 wild and wacky slio(>tinj; sciniarios - from fish and fowl to ninjas and j!;angst»'rs. Bhrsl through an all-ticw' 
Arcade Mode. Tlieine Park Mode. Kndiiran(*(‘ Mode - plus a VS. Mode for the perfect head-to-head 
(no jnin intended) party game. J\)int Blank 2. Pinu* to get pistol whi[)p<‘d. 


PldyStohon 


Pnini Blank™ 2 b O 1BG4 1997 1998 Mamco Lid, All Rights Reserved. PlaySiaiion anrl the PlaySiaiion 
logos m registered trarinmaiks :d Sony Computer Enteriainment loc. The ratings icon is a trademark of 
the InteracrivR Digital Software Association. Gnncnn^'^'’ h © 1996 Narnco Ltd, All Rights Reserved, 


Guncon for use with software that displays the Goncon icon 
Poini Blank'"^ 2 sold with Guncon and without. 
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; going to be a few games that simply will not mn on the upcoming 
^^ v! hat'tlware). Back\^■al‘ds compatibility may prove to be a dual-edged sword 

for Sony as the ability to run older software may make some developers 
less inclined to take advantage of the PlayStation 2’s pow 
goitig to be an easy out for publish 


er with their new games. This is 
Cl'S and developers for the first year or two of tlie PlayStation 
Instead of a publisher halting old projects completely. thereTl be a grace period extended 
math to figure out returns on their investments. It's virtually guaranteed 
Ibat companies like Hidos, GT Interactive or EA will at some point attempt to sneak out 
an old game under the guise of being developed for the PlayStation 2. 

Certainly, thiswill hurt the perceived quality of the next generation console software library as publishers lake the easy way out, as 
any game released that doesn’t match the expected level of quality is most likely going to be skewered by both the press and public alike. 
Ifyou look at game reviews over the course of the past two years in PS Extreme, you'll notice that any game connected with the 
phrase ‘*I6-bit graphics'’ usually receives a very knv score, as it generally signals that the game is little more than a port or a poor 
effort on the developer’s part to create a game. Anybody remember the first generation of PlayStation games? Get ready to have to sit 
through some pretty-but-crappy games again. 

Of edurse, it won ’t be all bad. Sony and its closest developers will certainly announce some front-line titles over the course of the next 
few months that will undoubtedly be awesome. You can bank on Square, Namco and the like producing some incredible titles in the 
time required to meet the launch ofthe new system. And, just tike you, w'e’re W'aiting for those games in wide-eyed anticipation. Welcome 
todite Twenty-First Century, Sony-style. 


The parents of three Paducah, Kentucky students killed on Dec. ! , 
1997 in a high school shooting spree are filing a S! 30 million lawsuit 
against two Internet sex sites, several computer game companies 
and the makers and distributors ofthe 1995 Leonardo DiCaprio film 
“The Basketball Diaries.” Anions the defendants listed in the lawsuit 
are Nintendo of America Inc., Sony Computer Entertainment Inc. and 
Sega of America Inc. (the only company that deserves to be sued, 
but not for this particular reason). 

“We intend to hurt Hollywood. We intend to hurt the video game 
industiy. We intend to hurt sex porn sites,” said Jack Thompson, one 
of the parents’ ambulance-chasing, frivolous lawsuit-filing lawyers. 
Not stated, but implicitly implied by this Mid-Western Aliie McBeal, 
is that they also intend to make a big heap of cash. 

Games named in the lawsuit include Doom, Quake and Mortal Kombat. 
Obviously this entire suit is a pile; the lawyers can’t even be bothered 
to come up with games that have been released in the past two years. 
Five bucks says that the Esteemed Senator Joseph “Don’t Call Me 
Sub-Zero” Lieberman gets involved with this whole scam before 
too long. 

According to the lawsuit, tlie 14 year-old shooter was under the influence 
of movies, porno and “violent computer games” at the time of this 
tragedy. You know whaf? So is the entire staif of Dimension Publishing 
(especially our freakishly liaiiy layout guy, known only as “Toolie” 
by his “friends”), but we have yet to take up arms against anyone. 
Perhaps this young boy’s troubles went a bit deeper than spending too 
much time looking at nekkid ladies online and perfecting his 52-hit 
juggle combos? Nah. let's sue! 

In a related move, Sony Computer Entertainment has filed a lawsuit 
against the remaining 257 million people in the US who have not 
bought a PlayStation, claiming that their staunch moral views and 
mluctance to play hoinicidally violent video games is hurting the bottom 
lines of several companies, including Sony, id Softw'are. Midway, the 
makers of “The Baseketball Diaries” and several undisclosed internet 
pomo sites. Okay, they haven't really, but maybe they should. 


m While E3 may be the assumed center of All Things Cool In Video Games 
(at least in the US), the truth is that it’s more of a marketing and sales 
— driven party-schmooze-a-rama than a useful trade show (and foi‘ that, 
w'e ’re grateful). On the other hand, The Game De^•eloper’s Conference, 
which has been running for the better part of a decade, is actually much 
more useful and educational. And often times very, \’ery entertaining. 
Very rarely is it all three, however, as it was during Sega’s keynote 
address on Wednesday, March 17 when Bemie Stolar, head grumpy old 
man and budding American fall-guy at Sega, certified to an anxious 
, crowd of dozens that, yes, Sega is completely in the dark. 

^ So, Mr. Stolar has the opportunity to speak directly to the people who 
were hopefully going to be cranking out games for the Dreamcast. 
■ and what does he do? He brings a young boy on stage to ramble about 
his favorite games for the better part of ten minutes. Was this supposed 
to be i'unny? Was Se^ passing out extra-strong antidepressants around 
the office the day this PR coup w^as conceived? We’ll never know'. 
The upshot is that Bemie managed to confiise, instate and generally 
alienate the majority of the developers present for the presentation. After 
the kid was done, Bemie babbled on about the Dreamcast for a few 
minutes and was finally ushered off stage to company-lead clapping and 
confused looks from the audience. In the space of a few minutes, Bemie 
managed to prove to even the densest of attendees that Sega has absolutely 
no idea what they’re doing. One could almost hear the screeching brakes 
being applied to potential Dreamcast development plans. 

The next day, Phil Harrison, VP of Third Party Relations at Sony (and 
possibly the tallest man in the industry, if not the world), got up in front 
of a packed house and proceeded to wow the assembled developers, 
press and scattered marketing folks with the first US showing of the 
incredible PlayStation 2 demos. Phil presented a much more insightful 
look into the future of Sony’s next hardware and was a much more 
credible source to be addressing developers than Bemie could ever 


Will Sega be able to overcome the shadow of Sony’s all-encompassing 
uber-box? As Sega’s own marketing campaign answers, “Dream On.” 
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Rumors alx)utKl that Konanii, the recently inusically-obsessed game factory, has 
a new Metal Gear title in the works. I lokl up — before your eyes glaze over and 
you start rubbing yourself in anticipation, know thee this: it’s not really a new 
game, sorry. Metal Gear Integial (the title currently being kicked about) will be an 
upgrade of sorts to the original, along the same lines as the Resident Evil: Director's 
('lit games that Capeom’s been foisting on unsuspecting gamers. MG Integral will 
include hundreds of new training missions (whoopee), a first-person mode (this 
might be cool) and t!ic option to randomize the placement of guards (eh, whatever). 
As usual, there have been no announcements from Konami’s US branch, but they 
do whatever Japan wants them to anyway. 


In an eflbrt to dominate the hotly contested Bass Fishing genre. 
THQ’s BASS Fishing team trucked out to the KMart BassMasler 
Top 150 Tournament, held at Lake Mead in early April, in order to 
do some real-world researcit. The team recorded angling styles, 
tips, tecimiques and voice-overs from fishing legends like Roland 
Martin, a guy named Vem and some old man with no teeth who 
can spit chewing tobacco, like. 20 feet! While they were there. 


Looks like Dreamworks Interactive isn’t done kicking the life out of the Jurassic 
Park license. In an clToit to completely devalue Steven Speilberg’s w'ork, the “interactive 
ciucrtaininent sollwarc” (we can think ofat least two tilings wrong with this description) 
company is going to make a fighting game using Jurassic Park dinosaura, called Waqiath: 
Jurassic Park. What a great idea! Too bad Atari had it first in 1994. 

The game will be “a desperate, global head-lo-head battle for survival featuring 
seven life-like digitized dinosaurs. Bach ofthe seven charactei’s has an arsenal of nearly 
seventy moves, including special and finishing moves.” No, sony, that’s a description 
of Primal Rage. Waipath has “ 14 dinosaurs that (will) be available for selection and ten 
arenas that (will) be accessible lor the .specific purpose ofshedding blood 
mmUll jl To add to the f\m, you' 11 get grabs, bites, snaps, re versa Is, c law rakes and 
combos. Blood Rage mode allows players to perform special attacks.” 
anyone play Masters of Teras Kasi? If LucasArts can’t do a Star 
mSKH Wars fighting game right, what hope does Dreamworks have? '" 
News editor Chri s Kramer has publ idy gone on record as saying. “Primal 
Rage sucked tlie first time 1 had to play it. If this game is any fun, I will 
... eat mv Dual Shock controller.” 


and smells nonnaliy associated with siidi a toumamenl: the gentle 
flatulence ofendless cans of Cool's Light being guzzled, the lensfiarc 


PlayStation Extreme would like to take this oppoitiimty to blame 
President Clinton for THQ’s behavior. Did we mention lliat KMart 
was sponsoring this event? 


Hollywood? Seems that 


t we aaiiiers 


movie. While no Lara is yet in sight (and you'd be able to see lier coming, 
even around a comer), Eidos and Paramount Pictures have signed a onc-two 
Punch of Death with Steven De Souza acting like a writer and Stephen Hcrek 
pretending to be a director. Already, this movie will suck. De Souza has 
produced a string of top-notch stinkers, including the God-awlul Sheet Fighter 
movie (a tilni produclion so rife with con'uption, nepotism and ineptitude 


The cases are similar in that they all revolve around the sticky-wicket of emulation and 
undoubtedly be answered in court in the next year or so. At press time, both bieem! and tl 
the companies’ respective websites (www.coniiectix.com and ww'w.bleem.coni). 


989 Stvdtof K^natnl'n. 

Syption Filter Silent Hill 


Crash Bfiiidicaof 2 Army Mnn 30 




Source: NPD TRSTS Video Games Track 
Service 

900 West Shore Roodi Port 
WosKmgton, NY 1 1 050 
{5161 625-2294 
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T«itib Raider 3 Gran Turismo Need Fer Sped; WtW/NWO Thunder 


The ratings reflected above ore those of 
Dimensiofi Publishing ond do not represent the 
opinions of NFD TRSTS, 
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'■R4 has to he the best-looking PlayStation racer ever (yes, edging out even Gran Turismo)" 

- Official PlayStation Magazine, December 1998 



"The first great racer of 1999 could be a Gran Turismo Kilfer'.' 

- Official PlayStation Magazine, February 1999 



It boasts an American stock car 
pedigree. Built Tallahassee tough 
and water-moccasin fast. Its 
muscle-bound V8 unleashes 3^7 
stampeding horses, as well as 
unlimited “Yee-Haa’sl”. It is the 
Detector - just one of the auto¬ 
motive marvels that torches the \ 
streets in R4. With over 300 
new cars, 45 fantasy models, 8 
thrilling courses, a 2-player split¬ 
screen mode and only one way 
to drive. Fast. R4’s asphalt gulp¬ 
ing graphics and spectacular 
racing environments deliver 
racing speeds that were once 
deemed impossible. But not 
anymore. IMow you’ve got R4. 

So long, pardner. 



RIDBE RACER TYPE 4 



• Sensational 
graphics and lighting 
effects give every 
race a cinematic feel 

• Race at all times of 
day and night, even 
during dramatic 
sunsets 

• Relive your greatest 
moments through the 
dynamicKiamera 
replay mode 

• Watch your race 
with alknew motion- 
blur effects 


• Speed-tuned physics 
keep the arcade-style 
action fast-paced 

• Championship 
performances unlock 
secret hidden supercars 

• Don't be afraid to 
bump the other car, 
it’s all part of a 
winning strategy 


Battle head-to-head 
split-screen vs. mode 



• Join one of four 
international race 
teams - each with 
individual strengths 
and weaknesses 

• Design original logos 
to customize your car 


-r 



• Race on 






li 




/ 

gorgeous 

cityscape, 


V 


countryside 

\ and racetrack i 


J courses 



• Money can’t buy 
victory. You've got 
to earn new cars 
with your race 
performance 

• Experience all 
the ups and 
downs of a full 
racing season in 
the Grand Prix 
mode 

• Includes a Ridge 
Racer Turbo Mode 
bonus disc with 8 
SO FPS tracks 

_ ) 



Think fast. Drive faster. 



www.namco.com 
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Each month we'd pick the best code 
sent in by our loyal and intelligent 
readers and send that person a brand 
spankm’ new copy of AOCTEC's hot new 
Drivin’ Destruction game for the 
PlayStation, Armored Core: Project 
Phantasma or, if fighting’s your thing, 
AGETEC’s ASCII SpeciatizedStick (you 
decide). But wait! That's not all: if you 
act now, we’ll also include AGETEC’s 
super stylish ASCII Grip one-handed 
controller for the PlayStation, for your 
controlling pleasure, PLUS twelve (12) 
free issues of the best, the first, 
monthly dedicated PlayStation 
magazine, PSExfreme. of course! Whoa! 
That’s a lot of cool stuff for just a code; 
what are you woiting for? 


WE HAVE A WINNER! 


Thanks and a great big hug goes out to 
Bid Hawley from Saugus, CA. Our good 
friend Ian sent this amazing code for 
Abe's Exodus that will let you actually 
possess your own fart! What could be 
better than that? Ian, as a special prize 
for you, we are all going to fart into a 
plastic bag and send it to you 
overnight, (no. not ready.) 


Pick an exhibiton game first, then take 
control of the visiting team. Press © to 
select whether you want the shot meter on 
or off. immediatly after pressing ® let go 
and press and hold down Ol. CQi, BDI. 
lEi, and © simultaneously. Hold these 
buttons until the game starts. Now you wilt 
be playing street ball tn a small 
neighborhood. 


CONTEST RULES: Anyone of any age cfln enior, The onty people not 
cFigible to win are employees of DimenKian Publishing or AGETEC, iheir friends, 
family^ pels aitd anyone they talk to or know of. Dimension Publlfiling reserve 
the right to inake any and all decisions regarding the contest. One winner per 
month wil! be chosen, at Dintenslon Publishing^s d tec ret fon, based on the code 
or trick supplied by the entrant. It you win but do not specily, in ycur code 
submission, which prize you went to receive, then we will choose tor you. 


sponsored by 
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the tools of the trade 


NFS; High Stakes 


CHEAT CARS 

Enter the "Game Options" screen and select 
the "User Name" option. Then, enter the 
following nomes as a player name. If you 
entered the code correctly, the phrase "Cheat 
Activated" will appeor. Note: Enabling these 
codes will disable the option to save your game. 
Helicopter: "Whirly" 

(The Helicopter is only available in Test Drive 
mode.) 

Phantom car: "Flash" 

Titan car: "Hotrod" 

HEAVY CAR 

After selecting your car, press Start to load the 
race, then before the loading screen appears, 
immediately hold 4 +1"! + ®. Continue to hold 
the buttons until the loading screen disappears. 

DRUNK MODE 

After selecting your car, press Start to load the 
race, then before the loading screen appears, 
immediately hold ^ * BS * EH- Continue to 
hold the buttons until the loading screen 
disappears.The screen wilt now be blurred, 
with ten cars appearing in place of one. 
DASHBOARD VIEW 

After selecting your car, press Start to load the 
race, then before the loading screen appears, 
immediately hold 4^ ® -^ ©. Continue to hold 
the buttons until the loading screen disappears. 
TURBO BOOST 

Enable the "Dashboard view" code, then press 
4 while driving. 

DRIVE ANY CAR IN ANY TOURNAMENT 

Successfully complete all the tournaments. 
Additionally, select "Options" at the car 
selection screen to choose upgraded 
opponents. 

BONUS CARS 

Complete Hot Pursuit mode with each police 
car to get a new car (BMW M5, Corvette, 
Porsche, Caprice and Lamborghini). 

EASY CARS AND MONEY 

Note: Two memory cards are required for this 
trick. To perform this trick with only one 
memory card, enter High Stakes mode and the 
game will search port one for a memory card 
before checking port two. If there is no card in 
port two, the game will prompt you to retry. 
Simply remove the card from port one and 
insert it into port two to have double the cars. 
You need to own at least one car and have 
enough money ($20,000) to buy a new car. Once 
this is accomplished, copy the Need For Speed 4 
file to another memory card. While both 
memory cards are in the PlayStation, race in 
the High Stakes mode and have player two 
intentionally forfeit at the beginning of the 
race. Player one should now have two of the 
same car. Copy the saved data to the other 
card dgdin and repeat. You can then sell all 
your cars for a large amount of money. 


codes, hints & tips 


EXTRA TIME IN HOT PURSUIT MODE 

Do not enter a name to get more time in single 
player Hot Pursuit mode. 

TURN SIGNAL AND HEADUGHTS 
Hold m and press 4 or 4 to use the turn 
signals. Hold in and press 4 to turn on the 
heodlights. Hold Dl and press 4 to turn on the 
hazard lights. 

Codes submitted by Aaron flejiks 


Big Air 


AU. LEVELS AND PLAYERS 

Go to the screen where you select what music 
track you want to listen to, then put it on blink 
182, [dammit] and play it. Next put it on blink 
182, [untitled] and exit. When you leave, the 
game should start playing blink 182, [untitled]. 
Go to the Character Selection screen and hold 
© + © 4 © 4- ©. The words "Biink 182 Rocks" 
confirm the code. 

Codes submitted by DaStranjl 


MLB 2000 


AUTOMATIC HOMERUN 

Use the power swing while in the batters box, 
then press 4 -)■ 4 + |Q * Ql + © when the 
ball is thrown, if the batter connects, he will hit 
a homerun. 

Codes submitted by DaStranjl 


GEX3 


DEBUG MODE: 

Pause the game, then hold EQ and 4, ®, 4, 4, 
4,4, 4. If you entered the code correctly, you 
wilt hear a sound. Then, resume the game and 
press Select to display a list of options including 
level select, sound debug, collectibles, and 
more. 

INVINCIBIUTY 

Pause the game, then hold IS and press 4,4, 
44, ®, 4,4. If you entered the code correctly, 
you will hear a sound. 

GEX QUOTES 

Pause the game, then hold IS and press 4,4, 
4, ®, 4,4. If you entered the code correctly, 
you will hear a sound. Then, resume the game 
and press Select to force Gex to make a 
comment. 

GEXVAULT CODES 

Collect all four vault collectibles in the secret 
levels to open the GEXVault In the GEXCave. 
Then, enter one of the following codes to 
activate the corresponding cheat function: 

Play as Alfred 

®, ©. ®, ®. Star. Star. 

Ploy ds Cuz 

Diamond, ®, Diamond. 





m 











































Pittas Rex 

®. Star, Star, ®. ®, ®. 

Invincibllitv 

®, Star, ®, ®, ®, Diamond. 

Extra life 

®. ®, Star, ®. ®, 

Ten lives 

®. ®, ®, ®, ®. 

Eight Hit Paws 

®, Diomond, ®, ®, Star, Diamond. 
View FMV sequence 
®, ®, ®. Star, Diamond, Star. 
View FMV sequence 2 
Diamond, Star, ®, ®, ®, ®. 

View FMV sequence 3 
O, Diamond, Star, ®, ®, ®. 

View all FMV sequences 
Star, ®, ®, ®, ®. 

Codes submitted by Bruce Marictas 


T'ai Fu 



MAP SCREEN CHEAT MODE: 

Press E3, ®, E3, ®, ®, ® at the map 

screen. Note: This code must be enabled before 
any of the other codes at the map screen can 
be activated. 


LEVEiyBOSS SELECT MENU: 

Enable the "Map screen cheat mode" code. 
Then, press ES, ®, EQI, ®, ®, ®, ♦, ®, ♦, 

in at the map screen. 

STORY/STYIE SELECT MENU: 

Enable the "Map screen cheat mode" code. 


Then, press 

4. IE 


®, 


®, ®, ®, ®, ♦, 


n at the map screen. 

CREDITS FMV SEQUENCE: 

Enable the “Map screen cheat mode" code. 
Then, press 

♦, ED 

GAME PLAY CHEAT MODE: 


®, m, ®, ®, ®, ®. ♦, ♦, 

at the map screen. 


Press ES, ®, 139, ®, ®, ®, ® during game 
play. Note; This code must be enabled before 
any of the other game play codes can be 
activated. 

ALL STYLES: 

Enable the "Game play cheot mode" code. 
Then, press 139, ®, E3, ® during game 

play. All Rung fu styles will now be available. 
FUaCHI: 

Enable the "Game play cheat mode" code. 
Then, press ES, ®, m, ® during game 
play. 

FUa HEALTH 

Enable the "Game play cheat mode" code. 
Then, press ES, ®, ESI, ® during game 
play. 

INVINCtBIUTY CHEAT: 

Enable the "Game play cheat mode" code. 




4. ♦. 


during 


Then, press Ei 
game play. 

STEALTH MODE: 

Enable the "Gomej>lay cheat mode" code. 

during 


Then, press 
gamepiay, 

LARGER ENEMIES: 



i.©.i 

R2 

1, ♦, 

R2 


Enable the "Game play cheat mode" code. 
Then, press E9, ®, EBI, during game 

play. 

SMALLER ENEMIES: 

Enable the "Gome play cheat mode" code. 
Then, press EQ, ®, E9, ^ during game 

play. 

ENEMIES GUSH BLOOD: 

Enable Itie "Gam^lay cheat mode" code. 
Then, press IQ, ®, ES. ^ during game 
play. 

UNUMITED LIVES: 

Enable the "Gam^lay cheat mode" code. 
Then, press 139, ®, ® during game 

play. Your character will always have nine lives. 

DEBUG MODE: 

Begin game play and complete a level. Then, 
press in m * m m select at the 
map screen. 

Codes sitbmiffed by Sean 'The DarkJedi" Davis 


Roll Cage 



CHEAT MODE 

Enter "MAXCHEAT" as a password and ignore 
the invalid password message. Then, all 
leagues, mirror mode, mega^ime trials, and 
more options will be ovailable. 

ALL EASY DIFFICULTY TRACKS 

Enter "EEFNIEBA” as a password, select the 

"Easy" difficulty setting, and begin a race. 

ALL HARD DIFFICULTY TRACKS 

Enter "EEn*HMBC" as a password, select the 

"Hard" difficulty setting, and begin a race. 

ALL EXPERT DIFFICULTY TRACKS 
Enter "HEMPCMDD" as a password, select the 
"Expert" difficulty setting, and begin a race. 
ALL HARD AND MIRRORED TRACKS 
Enter "EADNCMAH" as a password. 

ALL EXPERT DIFFICULTY TRACKS, BONUS CAR, 
MEGA TIME TRIAL, MIRROR MODE, ALL 
DEATHMATCH MODES 
Enter "HHMPNEED" as a password. 

AIR HORN 

Enter "AIRHORNS" as a password and ignore 
the invalid password message. Then while 
playing a game, press Select to hear the horn. 
DEVELOPMENT TEAM HIGH SCORES 
Enter "BESTLAPS" as a password to display the 
best times from the development team and 
ignore the invalid password message. 
DEATHMATCH MODE 

Finish in first place on all tracks in a league. 
MIRRORED MODE 

Finish in first place in all leagues. 

Codes submitted by James Riaks 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or emoil us at d3@)quake.net 



. newest and coolest codez right here for your cheat'n pleasure, 
' t Warning; These codes won't work without a Game Shark- For 
the latest codez and tnfo^ get on f he internet and check 
, ' www,gameshark,com, gsccc,simplenet,com or 
I ^ www,datetco,uk, If you find a code doesn't worky you may 
^ -need to upgrade your Game Shark. Check your instruction 
f ;. 'manual for detoils, 

vt. (Most of these codes are ^'unofficial'' and may or moy not work 
' correctly at oil, Use at your own risk,) 

.( big air (GameShark v3.0) 

t Max Score .8 007BC1C FFFF 

' .Character Modifer [Note 1)**8006AC84 00?? 

>i^rack Modifer ..800A07D8 00?? 

|F;.Time Is Always 0; 00 1 00 * *. * , ^ * 8006AB94 0000 
'Quantity Digits fot Character Modifier 
'^ 00 Noah Cameron 
01 - Ulrich Weishaupt 
<^02 - Even Glendower 

^03 - Yoshiko Asahi 

If "04 ^ Natalie Harz 

f:'05 - Jacqueline De Mori ay 

1 06 - Shaun Palmer 
j. 07 - Nicola Thoet 
•v 08 - Ian Spiro 
V09 - Mike Beallo 
J OA - Roes Powers 
OB - Fabian Rhorer 
■'Quantity Digits for Track Modifier 
yOQ - USA 
l' 01 - Switzerland 
^' 02 - Japan 
" 03 - Scotland 
04 - Germany 
[,05 - France 

^VWote 1: With this code, it^s the same for 
\hoth Player 1 & 2 so if you use it to 
t pick Ian Spiro for Player 1 then Player 2 
(^will also be Ian Spiro. 

■'^POPULOUS-THE BEGINNING (GameShark v3.0) 

K Have All Shamen Spells......801DC2C2 FPFF 

!;• 801DC2C4 FFFF 

S 801DC2C6 FFFF 

V 801DC2CB FFFF 

801DC2CA FFFF 
801DC2CC FFFF 
801DC2CE FFFF 

*. 801DC2D0 FFFF 

’ 801DC2D2 FFFF 

V Max Spell Charge Rate.......801DC2AC 0000 

( Have Ail Build Options......801DC2B0 FFFF 

'-.Level Modifer ..800D8BA4 00?? 

l 

:t-^Quantity Digits fot Level Modifier 
I 00 " The Journey Begins 
01 " wight Falls 
.02 - Crisis of Faith 
'03 - Combined Forces 
i 04 Death From Above 
•05 - Building Bridges 

V 06 - Unseen Enemy 

f 07 - Continental Divide 
f 08 - Fire In The Mists 
-,09 - From The Depth's 
OA - Treachrous Souls 
I OB - An Easy Target 
t OC “ Aerial Bombardment 
OD - Attacked On All Sides 
I' OE - Incarcerated 
OF - Bloodlust 
^>10 - Middle Ground 
11 - Head Hunter 
I 12 - Unlikely Allies 
K 13 - Archipelago 
I 14 - Fractured Earth 

15 “ Solo 

i 16 - Inferno 

I . 

'17 - Journey's End 

f 18 - Journey‘a End 2 

[ . ,wt: KYPP. OOP PROM , cmgsccc. com 
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While it might not be that much 
of a surprise or stretch of the imag¬ 
ination to see Crash starring in a 
spin-off racing game (heck, Mario's 
been doing it for years), it is a bit of 
a disappointment that there won’t 
be a fourth installment in the Crash 
series this year. Like the swollows 
that return to San Juan Capistrano 
year after year, i’ve taken some 
comfort in knowing i’ll get another 
amazing Crash action/platform 
experience from the master coders 
at Naughty Dog and Universal every 
365 days, i’ll forgive them this time, 
but they BETTER be working on a 
Crash Bandicoot title for the launch 
of the next generation PlayStation 
hardware next year (can you imag¬ 
ine, that hardware in the hands of 
these guys?), in any event, at least 
we get CTR: Crash Team Racing this 
holiday season. 

Here’s the setup; There’s a new 
scientist in town by the name of 
Nitros Oxide, and he’s about to 
wreak his own brand of havoc on 
Crash’s little island paradise. It turns 
out he’s absolutely obsessed with 
speed, and “fast just isn’t fast 
enough” for him. So, he concocts 
a mad-cop Idea to speed the whole 
world up forever? Enter our favorite 
marsupial, who just always happens 
to be in the wrong place at Ihe wrong 
time, instead of hopping, spinning 
and belly flopping his way to vic¬ 
tory, Crash, along with seven of his 
cohorts (friend and foe alike), are 
in a race to save the plonet. 

Unfortunately, there’s not a lot 
of information about CTR at this 
point. The game is scheduled for the 
fourth quarter (most likely a 
November release ), and looks to 


take a page from the popular Mario 
Kart series. According to the press 
materials we have on the title, there 
will be over 20 different tracks to 
race on, and a variely of modes to 
choose from, which include 
Adventure, Time Trial, Versus, Gran 
Prix and Battle. The game is obvi¬ 
ously a multi-player event and, to 
that end, will be set up for one to 
four player simultaneous racing. I’m 
betting that Naughty Dog will find a 
way to divide the game into four 
screens without any loss of frame 
rate or detail in the environments 
— we all know these guys are that 
good. In the game, you will also have 
the ability to upgrade and tune your 
“wheels”, as well as pick up various 
power-ups and goodies during the 
race, while battling it out for pole 
position. 

From the screens we received, 
you can see that Crash Team Racing 
maintains the lush and vibrant visu¬ 
als that the Crash Bandicoot series 
is well-known for. it looks like most 
of the locales and tracks were 
inspired and taken from some of 
the earlier Crash titles and there 
will be plenty of familiar faces, ene¬ 
mies and hazards you’ll encounter 
and have to deal wilti along the way. 
While it is not known which popular 
Crash characters we’ll see joining 
the race, I’m betting Coco, Cortex, 
Ripper Roo, N. Brio, Tiny, the Scientist 
and even the little Polar Bear will 
be making appearances. 

Since the game is still early, 
that’s all the info we have. Sony will 
be debuting the title at E3, and we 
will be back next month with a more 
in-depth look at Naughty Dog’s lat¬ 
est Crash creation. 

V CREC 


published by: Sony 
developed by: Naughty Dog 
percent complete: 50^. 
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of eligibility/release within 7 days of notification attempt Failure to return the affidavit in the time noted may result in 
disQualificata of the entry and an alternate winner will be selected. Neither the Sponsor nor its parent affiliates, subsidiaries, 
divisions or related companies are responsible for any damayes, taxes or expenses that winners might incur as a result of 
this sweepstakes or receipt of prize. Entrants consent to Sponsor's use of their entry, name and/or photograph for Sponsor's 
advertising or publicity purposes without further consideration, except wfiere prohibited by \m. Entrants release Sponsor, 
its employees, directors, officers, agents, subsidiary, parent and affiliated companies, and each of their licensees, advertising 
and promotior^al agencies from any and all claims or liability in connection with their participation in this promotion or the 
acceptance or use of any prize. 

5. ELIGIBILITY: Open only to legal residents of the U.S., except employees or agents of Sponsor, its subsidiaries, divisions, 
affiliates, advertising agencies, and members of the immediate families of each. Sweepstakes is only valid in the United 
States and void in Florida, Puerto Rico and wherever else prohibited. 

G. WINNERS' LIST. For the names of tbe prize winners, send a stamped, self-addressed envelope before 7/30/99 to: 
SXtreme/PSExtreme Sweepstakes WINNERS' LIST, RO. Box 34012, Los Angeles, CA 90034. Please allow 6 weeks for 


OFFICIAL SWEEPSTAKES RULES 

No PurchsSB NsCBSSSry. Sweepstakes open to legal residents of U.S. only. 

2. TO ENTER. Legibly hand print '3Xtreme/PS Extreme Sweepstakes " with your name, address, city, state, zip code and 
telephone number on a 3" x 5 " postcard with first class postage stamp affixed and mail it to: 3Xlreme/PS Extreme 
Sweepstakes, c/o P.O. Box 34012, Los Angeles, CA 90034. Each entry must be mailed separately and be postmarked no 
later than 7/1G/99 and received by 7/23/99. Only one entry per day. No copies of entry forms or any other materials wri! 
be accepted. Sponsor assumes no responsibility for lost, late, incomplete, misdirected, mutilated, illegible or postage due 
entries. All entries received become the exclusive property of the Sponsor and will not he returned by Sponsor. 

3> PRIZES/DRAWING: One (1) Grand Prize winner will win a Ham hike, Salomon in-line skates, a Santa Cruz skateboard 
and a 3Xtreme videogame (Approximate Retail Value $1000). Three (3) First Prizes will receive: one (1) Haro BUX bike, 
Santa Cruz skateboard and a 3Xtreme videogame (Approximate Retail Value $890). Five (5) second prize vflnners will receive; 
one (1) Santa Cruz skateboard and an authentic 3Xtreme Levis jacket (Approximate Retail Value $(300). All apparel sizes 
are Adult XL Odds of winning depend upon the number of valid entries received. Winners will be selected in a random 
drawing by MDS on or about 7/30/99 from among all valid entries received. All prizes will be awarded end winners will be 
notified by mail. Allow 6-8 weeks for delivery of prize. 

4. PRIZE RESTRICTIONS: Limit one prize per individual or household. Prizes are non-lransferahle; no suhstitiitions 
are allowed except by Sponsor due to unavailability, in which case prize substitutions will be of equal or 
greater value. If the Grand Prize is won by a minor, it will be awarded in the name of the parenl/legal 
guardian. Prize winners (or parent/legal guardian of minor winner) may he required to sign an affidavit 


7. Sponsor: 989 Studios, and Dimension Publishing. 

Haro and Group are registered trademarks of Maro Bicycle Corporation. Saionion and the Salomon logo 

_ _ are registered trademarks of Salomon, SA Santa Cruz Skateboards is a registered trademarks of 

Inc. 989 Studios and the 989 Studios logo are trademarks of Sony Computer Entertainment 
America Inc. Developed by 939 Studios. ^ 1999 Sony Computer Entertainment America Inc. 


WWW. 989studios. com 
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published by: Accolade 
developed by: Accolade 
percent complete: SQ'/. 
release: Fall 


Amid a relaxing evening of win¬ 
ing and dining in San Francisco. 
Accolade’s PR ond marketing team 
gave us our first peak at their lat¬ 
est off-road driver, Test Drive Off- 
Road 3. Ah... limo’s, private dining 
rooms. Creme Brule’ — it’s enough 
to challenge the integrity of even 
the most dedicated journalist. But, 
we must remain strong... for you, 
our faithful reader. You expect it, 
you demand it and, damn it, you 
DESER\^ it. We value your trust and 
would never do anything to bring 
our integrity into question. Of 
course, the salmon was simply deli¬ 
cious... 

All right. I'll try to stay focused. 
The game, being developed inter- 
nolly by Accolade and created 
around Test Drive 5 technology, 
promises to offer fans of the series 
more of everything that they have 
enjoyed over the past couple of 
years. And, for credibility’s sake, 
maybe continue to deliver a few of 
the things that have annoyed you 
in the past. At this point in time, we 
don’t know. We have the promise 
of a perfect game, but will it deliv¬ 
er? Only time will tell, but we did 
get a few clues at our suare’.,. 

We had a chance to briefly play 
a very early version of the game 
and were impressed by its speedy 
frame rates and the sheer width 
and breadth of the tracks, if you 
have played the first two gomes, 
then you know that the course 
design, as it has been in other off¬ 
road games, consisted of a num¬ 
ber of deep valleys surrounded by 
high canyon walls; not a whole lot 
of panoramic vistas available. In 3, 
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you are charging across wide-open 
spaces and up tremendous slopes, 
it makes for a very different off¬ 
road driving experience than we’ve 
had in the past. Off Road 3 is built 
around the engine that Pit Bull cre¬ 
ated two years ago for Test Drive 
4 and modified last year for TD5. 
The Pitbull folks are busy with Test 
Drive 6, so Accolade made the deci¬ 
sion to bring the Off-Road 3 pro¬ 
ject together internally. 

For the record, Accolade's list 
of features and improvements 
includes the following: over 30 
licensed vehicles (once again includ¬ 
ing their exclusive licensing of the 
AM General Hummer), branching 
tracks, a two player, split-screen 
mode, an ‘Off-Highway Patrol” 
mode, and 15 new courses, of both 
the checkpoint and circuit varieties. 

In addition, the vehicles can be 
modified and show damage, many 
of the objects strewn about the 
courses are breakable and there 
are a number of game play modes. 

Accolade has this niche in the 
PlayStation racing arena to them¬ 
selves in 1999. While many off-road 
competitors have come and gone 
(P^gnosis and ASC Games, to name 
two), the Test Drive Off-Road series 
has continued to have success, both 
critically and commercially. We wilt 
bring you more information on 
TDOR3 as it becomes available, 
leading up to the game’s release 
this September/October. Until then, 
keep your visor and splash guards 
down and, for deity-of-your- 
choice's sake, keep your machine 
clean! 

dai/e 































GRAf! TURISMO" 

Polyphony, the developeps 
of one of our all-time favorite racing games. 
Motor Toon Grand Prix (Motor Toon 2 in Japan), 
took everyone by surprise last year with Gran 
Turlsmo. To say the least, the game raised the bench¬ 
mark tn terms of graphic qualify, deep and reward¬ 
ing gameplay, and was one of the most realistic 
driving experiences to be had on a video game con¬ 
sole. Through word of mouth, clever marketing and 
great reviews across the board within the gaming 
press (we rated it a Platinum score of 98% exact¬ 
ly a year ago in our June issue, Vol. 3 / issue 7), the 
game sold in record numbers and continues to do 
well at retail. Of course, a sequel couldn’t be too 
far behind, and if the team stays on their current 
course, Gran Turismo 2 should be available some¬ 
time early in the fourth quarter. 

You might be wondering, with such a well-oiled 
machine as last year’s game was, what are Sony 
and Polyphony going to be able to do to top it this 
year? For starters, there will be more of an empha¬ 
sis on American and European cars. Due to the fact 
that the first was originally programmed in Japan 
with their market in mind, a good number of the 
vehicles In the game were Japanese makes and 
models, with only a few American cars that were 
added during its localization at the last hour. This 
year, they are going at it with a global 
approach, realizing that the game 


has far- 

reaching potential for all 
of Sony’s markets (Asia, 
Europe and the US). To this end. 
Sony has been very proactive 
in securing car licenses with 
the world’s top Japanese, 
American and European car 
manufacturers. As reported 
in last month’s Exnews, there 
will be more than 400 cars in 
the game when all is said and 
done, with new editions com¬ 
ing from Volkswagen, Chevy, 
Dodge, Ford, Mercury, Plymouth, 
Shelby and Vector. In fact, the 
developers seem to have left 
nothing to chance and are even 
including a bunch of ‘70’s mus¬ 
cle cars In the mix. Some of the 
other upgraded and improved 
features include more tracks 
— a total of 20, which is twice 
as many as the original. These 
tracks will very in extremes 
from circuit racing on speed¬ 
ways to barreling down city 
streets. There are also off 
road-style rally tracks as well, 
which include a race up the 
legendary Pike’s Peak. As with 
the original Gran Turismo, num¬ 
ber two will also put a lot of 
emphasis on the simulation 
aspect of racing. In the 
sequel, their wilt be 


a whopping total of 60 
different license tests to pass and 
complete, in addition, there will be new 
racing modes in the game, although, at 
this time, it is stilt unclear what they will 
be. The core of the game will still revolve 
around racing in order to earn money to 
buy, sell and customize your vehicles. If 
you can believe it, even the graphics and 
physics have been improved upon, with 
better car models, a faster and tighter 
graphic engine and an even more realis¬ 
tic broadcast-style replay mode. 

It looks like Sony is going to own the 
racing category again this year with GT2, 
could this be the best, last racing game 
before the PlayStation 2 arrives? 


publishGd by: Sony 
developed by: Polyphony 
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tedly, Parappa wasn’t for everybody 
(Dave, who is very musically inclined, 
doesn’t care for it at all, and calls 
the game “Rufus and Onion Head”), 
it sold very well at retail, surpassing 
its original sales projections, and sur^ 
prising the heads of state ot SCEA. 
in fact, a good measuring stick of a 
title’s success is if it spawns d sequel, 
which is just what we have here — 
Um Jammer Lammy. 

TTiat’s right, Um Jammer Uimmy. 
“Jammer” because the game’s main 


i can only imagine how 
tough it must have been for 
""^ ^ySony to market the original 
Parappa the Rapper, i mean, 
just how do you explain to the mass¬ 
es a game where you play as a paper- 
thin, rapping puppy dog by the name 
of Parappa, who, in order to impress 
Sunny Funny (the flower he’s in love 
with), must rap against the likes of 

an Onion 


Chop Chop master Onion 
karate master, inspector Mooselini 
— a moose driving instructor, as well 
as a culinary chicken and a flea mar¬ 
ket frog? Luckily, the game’s bizarre 
and unique visuals, unbelievably 
catchy tunes, addicting, Simon-Says- 
style gameploy, strangely endearing 
story line, and up-beat mantra, “i 
gotta' believe!” made for an award¬ 
winning game, and word of mouth 
spread like wildfire. While, admit- 


character “jams” on the guitar, 
“Lammy”, for her name, and “Um” 
for “um”... I don’t know. 

Um Jammer Lammy once again 
reunites the creative team of Masoya 
Matsuura-san (the man behind the 
music and gameplay) and Rodney 
Greenblat (the artist and creator of 
the characters). Yet again, they have 
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TOTS, Koly Kat (returning from Paif^ppa 
the Rapper) and Massan the drum- 
mer^ she’s going to have to rock her 
way to the gig on time by strumming 
to the tunes of classic rock, heavy 
metal, surf punk and pop beats, while 
encountering a host of very strange 
and interesting characters. 

While the rap element has been 
replaced with guitar playing, the 
gameplay is still basically the same. 
The idea of the Jammer Lammy is to 
follow the leader by keeping to the 
beat wilti your guitar playing. *nie bet¬ 
ter you do and the cooler you play, 
the more points you’re awarded and 
can go to the next stage. Once you get 
into the “groove” of the gameplay, 
it becomes instantly addictive and 
downright fun to play. 

Some of the additions and 
improvements to the game include 
a variety of much-needed two play¬ 
er modes (which include playing in 
cooperation with or against human 
and computer opponents), a variety 
of “power-ups” you can acquire by 
beating each opponent and the not- 
so-secret ability to play the game a 
second time through as Parappa. 

Um Jammer Lammy will be com¬ 
ing to the US this August. 

lAw Creyoor 


managed to create an off-kilter uni¬ 
verse where Dalmatian Dogs put out 
fires then eat pi 2 za. Pediatric Nurses 
resemble pill bugs and spit up gobs 
of sticl^ gelatin and candy when they 
talk, and you can die and go to hell, 
then be faxed back to life if you’re 
a good enough guitar player, in the 
game, you play as Lammy, a guitar- 
totin’ lamb and member of the all¬ 
girl band Milk Can. Lammy has a bit 
of an insecurity problem and lacks 
self-confidence. Also, she’s running 
late for her first big gig. With the help 
of her friends and fellow band mem- 
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If i had to name one or two rea* 
sons virfiy anyone should own a Nintendo 
^ 64, Ra re’s Goldeneye wou Id be at the 

S * top of my list. To this day, this first- 

person shooter continues to top the 
charts as the number one selling N64 
game of all time. Being that it’s the 
ultimate Bond experience for a home 
;; video game console, it’s easy to see 
that Black Ops (the developers), MGM 
^ (the co-developers) and EA (the pub- 
^ iishers) have a lot to live up to with 

ig their PlayStation Bond entry. Tomorrow 
S Never Dies, as comparisons are sure 
" . to be made. With that in mind, the 
development on TND has undergone 
some serious re-working, going from 
an original planned release last year 
8 to hopefully (fingers crossed) shipping 
IHIIpi sometime this Fall. 

Originally planned as an amalga- 
mation of four different game engines 
||j — driving, first/third person shoot- 

H ing, skiing and underwater diving—the 
development for Tomorrow Never Dies 
Jp has been narrowed down and focused 
^ l' solely on third person shooting (simi- 
lar to 989 Studio’s Syphon Filter) and 
^J[H skiing sequences. There wil I be driving 
levels in the final product, but these 
will be more bonus-oriented and won’t 
H be an integral part of the game. 

^ Using the story and set elements 

from the blockbuster film, players will 
take control of Agent 007 as he tries 
to thwart the evil media mogul Elliot 
Carver. As Bond, you’ll be asked to per¬ 
form for Her Majesty's Secret Service 
and expose Carver’s plans to start 


World War III, as onlf you can. Luckily, you’ll 
have an assortment of high-tech weapon¬ 
ry, oil of Q’s latest gadgets at your dis¬ 
posal and the help of Chinese agent, Wai Lin 
at your beck and call. 

Overall, there will be 14 missions to 
accomplish, set in a variety of locations 
based on the movie. You will be able to 
choose which missions you wont to complete 
in a non-linear fashion, which include the 
movie’s dramatic opening sequence at the 
Arms Bazaar where Bond hops into the Mig 
and uses its heavy artillery to take out the 
bad guys, in addition, there will be a host of 
new plot twists that will expand upon the 
film’s storyline. 

Some of the other features found in 
Tomorrow never dies include over a dozen 
Q-gadgets (explosive cufflink detonators, 
microscopic tracking devices, ski pole rock¬ 
et launchers, laser designators, satellite 
up-link cameras and a new versatile cell 
phone device), the ability to play both as 
Bond and Wai Lin dependant on the level, a 
wide variety of action moves (360 degree 
tuck and roll, dive, stealth wall sneaking). 
Intelligent enemy Al that reacts to audible 
ond visual cues, realistic, pinpoint fire detec¬ 
tion — enemies react differently if hit in the 
head vs arms, legs, etc., multiplayer death 
match modes, and a host of weapons, which 
include a sniper rifle and infrared goggles. 

if Black Ops, MGM interactive and EA 
can keep the project on track, they have a 
potentially huge hit on their hands. With the 
recent success of Konami’s Metal Gear Solid 
and 989 Studio’s Syphon Filter, Tomorrow 
Never Dies should be a no-brainer. 
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ge wait Is almost over-Fighter Maker is coming! Soon you can get your hands on the 
complete fighting game ever- one or two pfayer 3D fighting action, an arsenal of 
Wei^BQQ moves. AND professional-quality tools that let YOU create YOUR perfect 
fighter. Take total control of every frame of animation, camera angle and movement 
Build your custom fighter from wireframe to unstoppable fighting machine, save your 
creation memory card, and Kick Ass! 
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I (hie€f0temi^pe^iiarmdi^fim(MsesoaAel^^fSti^on, 

I the ^eoutseri&ffmgenefnvMe^t4Aouta^newrdea^ 
i The l^game to make an ^pearonce on the system was 
I ff^eoiaXL wi^ bade in 1996. Jhan^tBy,Aew^ 

; foranewf^m^gomeisidmoaoverasPsygnosisishard 
I amrkon f^em^3(wotiingtide).DueoutkiUr^year, 
i Wipeout 3 prmnfs^ to inwove on ^ previous ganrn and 
it st^itsd^esoneofAeb&iMesduPi^Staiionhasto 
I effo'.See&^tWewereiU^tosit^nmi^^SamBmm,^ 

I head]m^ymma^farif^eoa3tandDanaOrt^qfFs^^toi^ 

I pi^ nlatbms, to take an look at^ amazing ffime^ . PSEk Will Wipeout 3 support analog control? Dual 

I QuisQfn(^anmd^pai^ntcontoactar,im^otthendto Shock? 
he^ 4mo Aegone Sam ** We’ve already got Dual Shock support in. We 

do intend to support every major peripheral. It ploys 
I PSEk What sets VApeout 3 opart from the olhergames really niceon analog, it’s a much smooths experience. 

I in the series? What makes this more than just new 
tracks? PSEic What about weapon balance? Will the "god” 

f - ^rts - You've got new ships, new levels. You’ve got weapons from Wipeout 64 be making an appearance? 

I new features, new weapons. One of the new features Sam - i bel ieve they' re out. We’ re trying to make it 

r is the ability to toke your shield energy and use it much more balanced. Sort of back to the original 

as 0 boost. You can hit It and then boost past your style, but with something a bit more zippy. I know th^ 

; opponent. That comes in handy when you're stuck got a lot of criticism. 

I behind them and you can’t really catch up. If your 

^ shields are in good shape, you can use that to just PSEc What kind of music can we expect in Wipeout 3? 

jump by them or catch up. If you slam into a wall and Dana We’re continuing our tradition with the in- 

: you get that sudden stop, you can use it as a launch game music. This time DJ Sasha is coming in as the 

I pad to get you going again. musical director on the game. He’ll be contributing 

: Sam ~ You’ve got to be real careful because there’s some of his own compositions as well as overseeing 

L no bound on it. You’ve got to keep an eye on your all the licensing of other music artists for Wipeout 3, 

shields. You can actually get critical shield failure, so We’ re all excited about that. 

: be careful with it. 

PSCx: Can we expect a techno soundtrack again or 
[ PSBc What about the vehides? How ore they different will the music be in a new style? 

I from each other? Dana * it will keep along the trend of having some 

i Sam - We’ve got 8 teams. All of the craft have been techno, but it will be a much wider variety of music. 

I upgraded to some degree. We’re setting the game 

\ further on in the future so viie just added a little more PSEr is CoLD STORAGE (Psygnosis’ in-house music 

\ zip to each one of them. Still, the idea is to keep it artist) going to be contributing anything? 

! balanced so, as you go up in power, the tracks ore Dana - 1 don’t know, you never know. Something might 

i going to be harder. just pop up there. We’ll just hove to wait and see 

! on that one. 

I PSExt What kinds of things can we expect to see in 

I terms of track layout? PSEx: Will Wipeout 3 support multi-player options? 

I Soffl - We’ve kept it pretty straight so things are still Split screen? Link? 

I fluid. We consider^ putting things like loops and Sam - Split screen is in there already. Horizontal and 

overhead twists in, but it actually detracts from vertical split screen, plus you can also use the link 

, the gomeploy. They’re still essentially the same tracks, cable so you can have up to 4 players. On a widescreen 

bigger jumps and tighter curves but we’re also making TV, the split screen adjusts to the aspect ratio so you 


some of the tracks more accessible to the lower end. 
There was a lot of criticism that it was very hard to 
“get in to” to start with. 

Chris - The air brakes seem to come in a lot more 
handy in this game. If you were good using them before, 
this really pushes you to use them a lot more. You 
don’t need to use them on some tracks which is nice. 
But, on some of the harder tracks, it really comes 
in handy using them. 








































get a better play experience on widescreen. It doesn’t actually change the 
resolution, but it will give you a wider field of view. 

PSEx: What kind of visual upgrades and special effects have been created for 
Wipeout 3? 

Sam - First of all, you'll notice it is in high res. We’ve got a much better use 
of textures. We’ve upgraded the graphics engine completely. We should get a 
lot less cracking on the track. Basically, just increasing the visual fidelity. Also 
the explosions; things have moved on quite a ways, so we’ve extended the 
explosions as well. 

PSEx: What about speed? 

Sam - We still have to play with the scenery, but we’re pretty happy ~ we’re 
going to ship it pretty fast. 

PSEx: In terms of size, are the tracks bigger and better than those found in 
Wipeout XL? 

Sam - Some are bigger some ore smaller, it's a matter of trading off the length 
against the quality. 

PSQc Can you describe the weapons for us? 

Sam - They’re still under development. We haven’t entirely figured it out 
because, if a weapon doesn't quite balance, then we’re going to take it out. 
I’m not gonna commit to a complete set of weapons. One example is the force 
wall. It will stop any craft dead. You have to be careful not to hit your own. 
We’re also going to try and put some defensive weapons in. We’ve actually 
split it up into offensive and defensive. 

PSEx: How Is the game segmented? What makes it accessible to beginners ond 
veterans alike? 

Sam - We do want to put some progression into it, but a little broader than 
before, where its not just two tracks for every class. Hopefully, it’s a little 
broader so you can get at more of the game from each level. 

PSEx: Can you tell us how many tracks are in the game? Are there any hidden 
tracks or cars? 

Sam - Well, we’ve got eight tracks. Eight completely nw tracks. Plus some 


hidden stuff. I'll just leave it at that, i’ll just say hidden tracks. 

P^ Will Wipeout 3 support the PocketStation in any way? 

Sam ~ We’re still looking into that, if still a little early. We’re just going to have 
to see how the development schedule’s going, 

PSEk Are there any plans to port Wipeout 3 to the PC? 

Sam - At the moment, it is PlayStation exclusive. I’m not aware of any plans 
to bring it to the PC. 

PSEx: How would you compare Wipeout 3 to Rollcage? 

Sam - (laughing) We’re faster, we’re the guys to watch, We’re got the style. 
Rollcage was great fun. 

PSEx; Why is it that Psygnosis couldn’t decide on a single name for the series? 
Why Wipeout XL here and Wipeout 2097 for the rest of the world? Will Wipeout 
3 have a split personality as well? 

Dofio “ I’m baffled by that one. Originally the game was Wipeout 2097 and I’m 
trying to rack my brain to see why we changed It to Wipeout XL. At that 
point in time the markets were really different. We knew packaging and names 
were very differently taken depending on what country or area of the world 
you were in. In fact, even with the first Wipeout, we had to change the packaging 
entirely to make it more visual, more appealing to the US market. The original 
Wipeout packaging for Europe was very techie, kind of metallic looking, very 
simple and had a hard to read kind of name. I believe that, as far as the name 
change was concerned, it was just a marketing decision,. I think that for Wipeout 
3, which is really just a working title right now, we’ll probably come up with 
the same name for the whole world. 

P9&C is Red Bull going to have a presence in Wipeout 3? 

Dona 'You might see some Red Bull in there. Thafs in negotiation right now. 
Som - The team is definitely still fueled by Red Bull. 

PSEx: How did you ensure accurocy in Wipeout 3? How many speeding tickets 
did the development team expense out to “research?” 

Sam ' That’s not to be revealed. 
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World Series™ Championship intensity. Incredible 
player models. 175+ personalized batting stances 
And Hall of Famer Vin Scully alongside ESPN’s 
Dave Campbell to call all the action. With 
MLB’“2000, there’s always a great game on TV 
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Successfully navigating through and around the v^orld of Ape 
Escape depends on these wonderful gadgets you’ll acquire dur¬ 
ing your adventure. Listed below are the nine gadgets you’ll receive, 
along with their purpose and how they are manipuloted. 


This cool gadget really comes in handy for tracking down those hard-to-find simians. Equip 
the , then use the right stick to rotate the radar in any direction. Like a game 

of hot and cold, the closer you get to a monkey, the louder it will beep, alerting you to its pres¬ 
ence. When you get close enough, you can use the Q button in conjunction with the radar, which 
will give you a “monkey cam” of sorts. Hitting this button will not only give you a visual of the 
critter and his surroundings, but a brief description of his personality and skill level 


Great for capturing water bound monkeys, the nifty acts as a submersible, allow¬ 

ing you to swim under water, as well as shoot underwater nets. To use it, just press down on 
the left stick to dive and press the right stick to eject a net. Holding down R1 will make you swim 
faster as well. 


With a circular motion of the right thumbstick, the will temporarily 

loft you into the air. This gadget particularly comes in handy when trying to get 
across large gaps and chasms, or attempting to jump 
up to otherwise unreachable platforms and ledges. 


The does exact- 

_ _ ly what its name implies— 

1 stuns. This handy little gad- 
be used to whack 
enemies, hit switches and 

I pesl^ monkeys. 

.V * '' swung with the right thumb- 

, ^ * ' L '. i cular motion will trigger a 

] special spin move. 

Controlling the is a dream. To activote it, press down on the right 

^I^B thumbstick, then just use the stick to steer while running around with the 
(J" left stick at the same time. The RC Car is great for getting into small spaces 

and activating floor switches which must be kept depressed in order to open 

- -Cl gate or door. You can also use the RC to take down hostiies or collect 

JiLL!j.L „ : J booty or items that you might not otherwise be able to reach. 

: It is said that, if you play the game all the way through, you will be rewarded with 
a final mystery gadget whose properties are unknown. You will need this last gadget, which is said 
to pack a real “punch”, to be able to find and capture 100% of the monkeys in the game. 
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Psychological Test #7—Discovering your inner self. 



Do you see a ballerina in worn slippers and pink tutu smelling 
a faded rose? 






Yes, I see the ballerina. I also happen to 
wear my pants too tight. 


□ No, I see the noble savage that lurks 
deep in my subconscious mind-after 
all, man is a combination of the sophis¬ 
ticated and the primitive, of the learned 
and the instinctual. Bloody Roarll is the 
perfect outlet for my animal aggression. 
Every scorching slash, pulverizing punch 
and bone-cracking combination is 
rendered with deadly clarity. I can 
morph into multiple beasts, including 
hidden monstrous warriors. I can even 
create my own devastating fighting 
combinations. We should never try to 
deny the animal. We need to unleash 
the beast within us all or die trying. 



www.playstation.com 



Fig. (a) 


Fig. (b) 


Fig. (c) 




PlayStation and tlie PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Bloody Roar is a trademark of HUDSON SOFT. ©1999 HUDSON SOFT. Portions ©1999 EIGHTING/RAISING. 





















































Welcom& to the fourth onnual edition of our Expecting @ £3. This year should mark a pivotal 
moment in videogame history as PlayStation developers strive to squeeze every last ounce of power 
out of the grey box while preparing for the release of Sony's impressive next generation PlayStation 
hardware next year. From the lineup of games we've been able to uncover, it looks like there’s 
going to be something for everyone, including plenty of sequels, innovative new product and a 
few surprises as well. We'll be back with an even more comprehensive E3 wrap up next issue. 


COMPUTER 

ENTERTAINMENT, 


Sony should kick off E3 with a bang, 
in addition to the possibility of the pres¬ 
ence of their next-gen PS hardware, they 
have a very healthy line-up of first-party 
games: Ape Escape is the 1st action/plat¬ 
form game to use both analog thumb^cks 
(see this month’s cover story for all of the 
details). CTR Crash Team Racir^ pits our 
bandicoot buddy and friends against Nitros 
Oxide in a Mario Kart-style race to save 
the world. Gran Turismo 2 promises to be 
even better thon the first, with more than 
400 cars, over 60 licenses to pass and 
twenty tracks to race on. Grandia is yet 
another addition to the burgeoning line¬ 
up of RPGs found on the PS and is devel¬ 
oped by Game Arts (of Lunar fame). Spyro 
2 witnesses Itie return of tiie popular pint- 


sized dragon who has learned an assort¬ 
ment of new moves since we sow him last. 
Tarzcm is based on the upcoming animated 
adventure from Disney and will offer beau¬ 
tiful 3D graphics and multiple gameplay 
scenarios. Tiny Tonk has not only found 
a new home with Sony, but undergone 
many improvements. Lastly, Um Jammer 
Lamrny is the sequel to the popular music 
sensation, Parappa the Rapper, instead 
of rapping to hip-hop this time, players 
will have to learn to jam on the guitar. 


Square EA has an impressive E3 
lineup this year, leading with Final 
Fanta^ VIII. FFViii promises to con¬ 
tinue the amazing quality of their RPG 
series with even better graphics, a 
riveting storyline, drop-dead visu¬ 
als and hours of gameplay. Ergheiz Is 
a translation of their popular arcade 
3D fighter and features characters 
from FFVii. Chocobo Racing puts this 
endearing creature -ham the FF series 
in his own Mario Kart-style racing 
game. Chocobo^s Dungeon 2 is an 


adventure/RPG featuring Chocobo 
and his friend Moogle, offering an 
engrossing storyline and dynamic role 
playing elements that change every 
time you play. Final Fantasy Antholcgy 
combines FFV and FFVI on one CD. While 
the graphics are from the SNES, new 
FMV has been added to the games. 
This marks the 1st time FFV has 
appeared in the States. Lastly, Saga 
Frontier 11 has beautiful hand-drawn 
backgrounds with the unique free¬ 
dom of choice not found in most RPGs. 


Ape Escope 


Grandia 


Gran Turismo 2 


Spyro 2 


Um Jommcr Lammy 


Spyro 2 


Final Fantasy VI11 


Chocobo Racing 
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Break every law. Including gravity. 


Drive any of 6 indestructible vehicles anywhere and everywhere, 
from the sides of walls to the roofs of tunnels. 

Blast awoy at the scenery with 8 innovative weapons to slow down 
your opponents. 

Race through 20 different tracks spread over 4 distinct environments. 

2-player split-screen, head-to-head racing action with 4 specially 
designed tracks. 







< 'rf. ■ -T'’ 


■' A^*-‘r'*‘<-- 


tf *'■' - 


.-(V^ 


•--T.-f.- 




3D0 will continue to squeeze juice out 
of its Army Men franchise with Ai^ Men: 
Serge’s Heroes. The game will continue 
the war-is-hell, action theme of the first, 
except this time through you’ll get to play 
as some of the other army men in the reg¬ 
iment. Sarge’s Heroes is being developed 
simultaneously for the PS and N64. 


989 Studios will no doubt have a 
huge lineup of titles to show at E3. 
Unfortunately, they've decided to keep 
hush-hush about most of their upcom¬ 
ing titles until the first day of the show. 
Here are the games that we do know 
about Jet Moto 3 (shots not shown) takes 
this extreme hybrid sport of jetskiing 
and motorbiking to the outer limits. 
Developed from scratch by DT Studios 
(vs. Singletree), the game plays fast and 
looks utterly amazing. Xend: Warrior 
Princess takes the popular television 
license and brings it into a 3D video game 
world. While there's not much in the way 
of puzzle solving and exploration, there 
is plenty of old fashioned medieval butt 
whompin' going on. NFLGameDoy 2000 


carries this outstanding football series 
into the new millennium. While we don’t 
have any official information about the 
game’s additions and improvements, 
expect updated teams and rosters, new 
motion captured player animation, all- 
new color commentary and tweaked 
gameplay. NFL Extreme 2 promises to 
deliver more hard-hitting arcade action, 
with a faster frame rate and improved 
game controls. 


entertainment, inc 

Although Acclaim has recently 
been focusing more of their console 
titles on the N64, this doesn't mean 
they won’t have a few PS titles on dis¬ 
play at the show. Shodowmon is based 
on their popular comic book charac¬ 
ter of the same name and thrusts the 
player into a dark and macabre 3D 
world. WWF Attitude, the follow-up 
to last year’s War Zone, will feature 
over 40 WViff wrestlers, a Pay Per View 
mode and the ability to customize your 
wrestler’s moves. Revolt is an RC rac¬ 
ing fan’s dream come true, in the game. 


you’ll race against a full circuit of 
remote controlled vehicles in a vari¬ 
ety of locales. Look for a fast engine 
and realistic physics to top off this 
game. South Park (not shown) is a first- 
person shooter based on its N64 and 
PC cousins released last year, in the 
game, you will be able to control your 
favorite South Park characters and 
shoot it out against the likes of mutant 
turkeys and visitors from outer space. 




Surge's Heroes 


Sarqe’s Heroes 


NFL GameDoyZOOO 


NFL GameDayZOOO 


NFL Xtreme 2 


Xencu Warrior Princess 




HFL GameDoy 2000 


NFL Xtreme 2 


NFL Xtreme 2 


Shadowman 


WWF Attitude 
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Test Drive 6 


but wifi focus on the art of crashing into 
your opponent's cors while stiff mak¬ 
ing it to the finish fine in one piece. In 
addition to straight out races, there will 
be a variety of bowl arenas in which 
to smash it out Test Drive: Super Bikes 
(not shown) is in the early stages of 
development Not much is known about 
this motorcycle racing title at this point, 
other than it will not use any of the pre¬ 
vious TD engines. 


AcliVisioK. 


Activision has a very healthy line¬ 
up of six PS games in the woHts at the 
moment First off, there’s Marvel'sX~ 
Men, a 3D fighting game featuring 
Marvel comic’s uncanny mutants. They 
also have Nightmare Creatures If 
(shots not shown). NCii marks the 
return of mad scientist Adam Crowley 
100 years later. Choose from three 
new characters and set out on a dark 
quest to stop him once and for all. 
Space Invoders continues the current 
retro trend with an updated version 
of Taito’s classic arcade shooter. 
Expect 3D worlds, innovative graph¬ 
ics and stunning effects, combined 
with updated gameplay. Tony Hawk's 


Pro Skater allows players to choose 
from eight top pro skaters and pull 
off hundreds of combinations of rad 
moves and cool stunts in go-anywhere 
3D environments. Vigilante 8: Second 
Offense expands all of the break¬ 
through features of the 1st and intro¬ 
duces new vehicles, powemips, special 
moves and modes of play. Wu Tong is 
a fighting game using Paradox’s Hirill 
Kill engine and features the Influen¬ 
tial rap group of the same name. Key 
kids, you even get to play as 01' Dirty 
Bastard! Lastly, Toy ^ry 2, based on 
the upcoming CG-rendered movie, 
will featurea very cool 3D engine and 
intense arcade-style action. 


Accolade’s E3 PlayStation roster 
will mostly consist of driving games — 
Why not? It’s what they do best. To kick 
things off, they will be showing Test Drive 
6. This latest installment of the series 
will offer even more driving freedom, 
sub-quests to undertake, even more 
licensed cars than last year, with the 
ability to take damage, and improved 
graphics and handling. Test Drive: Off 
Road 3 is already showing a lot of 
promise running under a modified Test 
Drive 5 engine. Expect wider tracks, 
branching paths, all of the newest and 
hottest licensed off road vehicles, and 
plenty of off-roqd action. Demolition 
Racer also uses q modified TD 5 engine. 



Jade Cocoon 


Crave will continue to delve into the 
world of role playing games with Japanese- 
developed Jade Cocoon. JC mixes hi-res, 
pre-rendered backgrounds with detailed 
3D characters designed by world famous 
anime artist Katsuya Kondoh (My neighbor 
Totoro). In the game, players will take on an 
epic quest of history, love and magic. The 
game’s key feature revolves around cap¬ 
turing monsters which must be beaten Into 
submission then combined with others to 
be used in battle. These captured monsters 
can be combined, and recombined, into mil¬ 
lions of unique and personalized creatures. 
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Ko.ei 


Koei continues with their popular line 
of Kingdom titles this year with Romance 
of the Three Kingdoms VI. Part Vi gives 
players the opportunity to build, manage 
and control an ancient Chinese fiefdom 
with the goal to unify the charred remains 
of a fragmented, war-torn land into a sin¬ 
gle empire spanning the continent. 


Psygnosis is planning on coming to E3 
with a huge showing of games: Wipeout S 
reunites key members of the develop¬ 
ment team and will offer a host of new 
vehicles, tracks, weapons and enhanced 
game modes. Motocross Madness (shots 
not shown) is the Microsoft dirt bike game 
that’s being brought to the PS with ail 
of the off-road, 3D stunt racing intact. 
Kir^^l^ is a 3D action/platform game fea- 
tureing fantasy-inspired graphics and 
classic platform gameplay. This title is 
being developed with a younger audience 
in mind. G-Police 2 brings three new vehi¬ 
cles and a host of graphic enhancements 
and features to the table. Le|g^ is a cra:^, 
colorful 3D battle game for little kids and 
big monsters featuring chaotic multiplayer 


action for up to four players. Colof^ Wars 
3 takes the game even-further in terms 
of graphics and non-linear game play. 
D^truction Derby 3 is in its early stages 
but promises to be one of their biggest 
titles in early 2,000. Lastly, TnT incor¬ 
porates over 70 different creatures, a 
distinct cartoony look, and frantic, four 
player arcade action. Rollcdge Extreme 
offers players a worthy sequel to this sur¬ 
prise racing hit. 




Formerly known as ASCII 
Entertainment, /^etec has quite a few 
unique titles in development for this 
year; Shadow Tower is a sequel of 
sorts to King’s Field. Featuring an 
advanced 3D engine, hours of adven¬ 
turing ond a cool two player fighting 
game, this could be a big title for them. 
In addition, Echo Night also uses a 
hybrid King’s Field engine, but pre¬ 
sents players with a plethora of puz¬ 
zle solving and mini-games. Bass 
Landing is their entry in the fishing 
department, opting for a true simu¬ 


lation/fishing experience. They are 
also working on a dedicated fishing 
controller as well. R-Type Delta 
updates this popular shooter into the 
realm of 3D space, while still retain¬ 
ing the classic arcade gameplay of 
the original. Finally, Rising Zon is a hard 
to characterize 3D action game. Take 
on the role of a Samurai gun-slinger 
during the Wild West era and bring 
back peace and justice to your town. 




Destruction Derby 3 


Colony Wars 3 


Wipeout 3 


Echo Night 

































uT Interactive 
Software 



40 Winks 
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model, the game will feature a cool 
replay mode where you can direct your 
own cinema*sfyle car chases. 40 Winks 
is a 3D action/platform game aimed 
at the younger set. You control one of 
two children, Ruff or his twin sister 
Tumble, and must enter your dreams 
in order to rescue the remaining 40 
Winks from the irritable NiteKap and 
his sidekcik Hiread-Bear. 


Driver 


Capcom, as always, has a few 
tricks up its sleeve for this year's E3, 
in addition to some very cool 
Gameboy color titles (Ghosts and 
Goblins and Resident Evil), they have 
quite a few PS titles. For starters, 
everyone who thought there wasn't 
going to be another PlayStation ver¬ 
sion of Resident Evil, think again. 
Resident Evil S: Nemesis chronicles 
the story of Jill right before the hap¬ 
penings of Resident Evil 2. Eiqject even 
richer graphics, more scares and 
gore, and new game play mechanics. 
Then, Itiere’s Dino Crisis, which mixes 
Capcom's popular Resident Evil-style 
of gameploy, a full 3D engine and huge 


creatures from the Jurrasic period 
— sounds like a winning combination 
to us. Trick'N Snow Boarder shows 
a great progression for the sport, 
featuring shorp graphics, a ^stfixame 
rate and a variety of game modes. 
Look for some cool hidden charac¬ 
ters in the game as well, including 
Leon, Claire and even a zombie from 
Resident Evil 2. To wrap things up, 
Capcom has The Misadventures of 
Tron Bonne, a 3D action/adventure 
game starring the antagonist from 
Mega Man L^ends. Using an improved 
version of the Legends engine, the 
game features a cool storyline and 
new and unique game play elements. 


Resident Evil: Nemesis 


Tail Concerto 


GT interactive might oniy have 
two PlayStation games on display at 
the show, but they both show some 
huge potential. Reflection's Driver puts 
you in the role of an undercover cop 
who has taken on the not-so-gfam¬ 
orous job of running for the mob. Get 
ready to burn it up with some serious 
3D driving action set in a 70's otmos- 
phere. in addition to a graphic engine 
without peer and an incredible physics 


Atius has a cool new RPG as well as 
an action/platform game for the show. 
Thousand Arms is a two-disc compilation 
set in a mythical world of swords and 
machines. Packed with 12 hours of spoken 
dialog, high-quality animation, a unique bat¬ 
tle system and a combination of 2D sprites 
and 3D polygons, this should be one of '99’s 
beefier RPGs. Tail Concerto is a cool 3D 
adventure from Bandai that puts you in the 
role of a police dog strapped into a mech 
suit vdio must go around snapping up a group 
of mischevous cats, it might sound weird, 
but it looks and plays great. 
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Mindscdpe will be showing 1wo new PS 
titles this year: Rot Attack is a 3D puzzle 
game of and mouse featuring vibrant, 
colorful graphics and addicting gameplay, 
and Chessmaster 2000 continues their 
line of chess simulations. Expect an even 
greater challenge and playing tips from 
chessmaster Bobby Fischer himself. 


Fox Interactive has an unusually 
healthy laundry list of PlayStation titles 
for E3 with Croc 2 leading the way. 
Expanding on the original storyline with 
new characters, Q*oc sets out on a search 
for his long lost parents. Expect larger 
environments, improved graphics and a 
new set of moves for the little guy. Planet 
of the /^>es is an action/adventure game 
based on the popular movie/television 
franchise, with a real-time 3D engine, pro¬ 
prietary 3rd-person camera and com¬ 
plex puzzle solving. Apes should be a big 
hit for the company. Die Hard Trilogy 2 is 
the follow-up to the award-winning orig¬ 
inal. Sporting a new storyline set in Las 
Vegas, DHT2 continues the three-games- 


in-one theme with action, driving and 
shooting scenarios. Alien Resurrection 
(shots not shown) is just about ready for 
release. This 3rd person act!ori/adven- 
ture pits you against Dr. Wren and his mad 
plan to return alien specimens to earth. 
NHL Championship 2000 and NBA 
Championship 2000 are both being devel¬ 
oped by Radical Entertoinment. Expect 
competitive 3D ermines, motion coptured 
players and FOX broadcast-style atti- 


BY GAMERS. FOR GAMERS 


interplay, with the exception of Baseball 2000, has been relatively quiet 
the lost six months. They are just now starting to talk about a few new titles 
for the PlayStation for later this year. The first, RC Stunt Copter, has had 
quite a history. Developed by Shiny, this title’s origins started with interplay, 
but then moved on to Midway. Recently, the game mysteriously reappeared 
at the Interplay camp with no explanation of the move back, in any event, 
RCSC puts the player in control of a remote control helicopter with game 
play similar to Nintendo’s popular Pilot Wings. Expect colortui 3D graphics 
and unique physics to round out this title. Carmageddon 2 allows the 
player to run down pedestrians just for the fun of it. This 3D racing game 
awards players with points for every person smashed, bashed and crashed 
into, with body parts and buckets of gore flying all over the windshield. 


Chessmoster 2000 


Rat Attack 


Croc 2 


Planet of the Apes 


NHL Chompionship2000 


Planet of the Apes 


Die Hard Trilogy 2 


Die Hard Trilogy 2 


Die Hard Trilogy 2 


Cormageddon 2 


RC Stunt Copter 


RC stunt Copter 


RC Stunt Copter 



























With the possible exception of 
Indiona Jones and the Infernal 
Machine, LucasArts will only have one 
PlayStation game on display at the 
show. Any guesses? Star Wars: The 
Phantom Menace will follow the movie 
from beginning to end and put you in 
the role of four different, key char¬ 
acters — Obi Wan Kenobi, Qui-Gon Jinn, 
Queen Amedella and Captain Paneka. 
The Phantom Menace will feature a 


mix of 3D action/exploration and role 
playing/puzzle solving elements. Each 
character will have their own set of 
moves and attacks, while also pos¬ 
sessing the ability to talk to any NPC 
characters they encounter along the 
quest. The game has been in devel¬ 
opment for the past two years and is 
being programmed by Big Ape, the 
creators of Here’s Adventures and 
Zombies Ate My Neighbors. 





I 



The big question on everyone’s 
minds; “will Eidos have another Tomb 
Raider on display this year?’’ While 
they’re not saying, we have found out 
about some of the other titles on dis¬ 


and adventuring with a real-time 3D 
engine, In a futuristic setting. The 
object of the game is to dive into and 
possess any body you see fit, in an 
effort to thwart a Demon from over¬ 




play. In Urban Choos, players take on 
the role of a policeman (or woman) 
who must roam the city streets in 
order to stamp out crime. The game 
is sold to offer the most realistic 
atmospheric game environment to 
date. Fear Factor is a pure oction 
/adventure within a cinematic world. 
Featuring RE-style, pre-rendered 
backdrops with 3D characters in a 
futuristic setting, FF could be one to 
watch out for. Omikron mixes arcade 



taking the world. Fighting Force 2 
improves upon the Final Fight-style 
mechanics of the original with a host 
of new graphic and gameplay fea¬ 
tures. Saboteur is a third person 
action game involving a variety of com¬ 
bat, puzzle solving and exploration 
elements. Taking a page from Sega’s 
Shadow Dancer, you are accompa¬ 
nied by a dog as your sidekick. Lastly, 
Crystal’s L^ocy of Kain should hope¬ 
fully be nearing completion. 




Formerly known as Take 2, Rockstar has a 
few major PlayStation games in development. 
The first. Grand Theft Auto 2, will only be shovm 
behind closed doors. Because of this, we unfor-^ 
tunately don’t have screen shots as of yet. The 
game is currently under development by DMA 
— the designers of the original — and is said 
to be a 3D experience similar to GT’s Driver. 
After many delays while of Interplay, Earthworm 
Jim 3D is finally nearing completion at its new 
home. The game chronicles the wacky and 
bizarre exploits of Jim inside his own mind, as 
he struggles to regain consciousness after 
being knocked out by a falling cow. 












































\ ^ i 1XQ, as always, has some 

interesting titles for the show. 
Knights Carnage is an old- 
iiPIP school, fantasy-inspired, Final 
Fight*s(yle arcade game brought 
into the world of 3D. Shao Un is a revolution¬ 
ary 3D fighter where you can fight it out with 
up to four human opponents on-screen at once. 
Featuring an in-depth story mode where your 
character fails and succeeds depending on your 
management ond a sharp graphic engine, Shoo 
Un could be one of this year’s big fighters. 
Ultimate fi Ball is a realistic simulation of pool, 
sporting a great physics model and 3D engine. 


As always, EA Sports has an entire 
lineup of 2000 products. While we have 
screens for most of these new titles, infor¬ 
mation regarding graphic and gameplay 
improvements is hard to come by. Madden 
NFL 2000 returns with a vengeance. 
Celebrating its 10th anniversary, this 
Madden includes an all new All-Madden 
Millennium team. Expect updated teams 
and rosters, new motion captured ani¬ 
mation (done with Jamal Anderson and 
Terrell Owens) and an over-the-top, Blitz- 
style arcade mode. T^jer Woods 2000 veers 
toward Hot Shots Golf territory with an 
emphasis on quick-fix, arcade-style gom- 
ing rather than a true-to-!ife sim. Expect 
crazy power-ups, fantasy courses and 


monster drives. Knoctout Kings 2000 will 
feature over 50 real boxers (including Sugar 
Ray Leonard, Roy Jones, Jr., Oscar De La 
Hoyo, Muhammad All, etc.) and a new quick- 
start feature. Nascar 2000 adds all new 
paint jobs and teams, the addition of the 
Homestead track (as well as a number 
of fantasy tracks) and a new create-a- 
driver feature. There is no new info for 
FIFA 2000, NBA Live 2000, NCAA Football 
2000 or NHL 2000, as of press time. 


INFOGRAMES 

ENTERTAINMENT 


Within the last year, infogrames has 
gone h'om possive French developers to 
^ll-fledged US publishers (they recent¬ 
ly acquired Accolade). Their E3 lineup 
includes a racing game, a movie-based 
action/adventure game and a Looney 
Tunes-licensed 3D platformer. Mission 
impossible is a PlayStation translation 
of the popular N64 Iftle. While no specifics 
hove been announced, there will be some 
PS-specific additions/enhancements 
made to this 3D action/espionage game. 


Looney Tunes: Lost in Time stars none 
other than WB’s Bugs Bunny as he 
attempts to get back home. Starring a 
huge cost of Looney Tune favorites, Bugs 
must maneuver through a multitude of 
free-roaming, 3D worlds straight out of 
our favorite cartoon episodes. Le Mons 
24 Hours is modeled after the famous 
24 hour race of the same name, in this 
accurate simulation, players will be test¬ 
ed on their stamina and skill, while com¬ 
peting in a true-to-life 24 hour race. 


Shao Un 


Madden NFL 2000 


Tiger Woods 2000 


Modden NFL 2000 


NCAA Football 2000 


Mission Impossible 


Lemons 24 Hours 


Mission 


Lemons 24 Hours 



































In '99, Hasbro promises a bevy of retro games for the PlayStation. Q*Bert returns to 
the video game realm with all of the addicting, cube-hopping, color-cycling action from 
the ‘flO’s original - updated for the 32-bit PloyStation of the '90’s. Expect a new adven¬ 
ture mode and dozens of challenging levels and intriguing puzzles along the way. Missile 
Command takes the classic premise of this space war game and thrusts it into rich, 3D envi¬ 
ronments. Going well beyond the original concept, this version of MC introduces new loca¬ 
tions, weapons, enemies and mission objectives. Pohg, the legendary title that started it 
all way back in the 70’s is due for a major facelift. The objective is the same - lob the 
ball back and forth between two paddles - only this time, there are more than 20 levels 
with high-res graphics,, unique features and plenty of power-ups. Worms: Armageddon is 
the third and final installment of the popular yet hard to find series. In this turn-based strah 
egy game, players ottempt to wipe out the opposition using all sorts of cra^ weaponry. 




- 7T - “■ 


ELECTRONIC ARTS" 




Medal of Honor 



EA has quite a few titles slated for this year. The first, Medal of Honor puts players in 
the role of an agent in the Office of Strategic Services. Set In the era of WWII, this 1st per¬ 
son shooter will offer players unparalleled realism, more than ten missions to complete span¬ 
ning 30 levels, the ability to don disguises and enemy unifenns, highly destructive environments, 
multiplayer and deathmotch modes, and 15 authentic weapons from the time period. WCW 
Mayhem, EA’s Ist foray into the world of wrestling, will feature over 60 WCW wrestlers, 
play-by-play and color by WCW broadcasters Tony Schiavone, Mean Gene Okurlund and more, 
the ability to create your own v^restlers, and over 600 motion captured animations. War Path 
takes the Jurassic Park license and creates a dinosaur 3D fighting game on a variety of 
well-known locations from the two JP movies. Sled Storm takes a new spin on the racing genre 
by allowing players to shred it out on snowmobiles. This new extreme sport will focus on speed, 
tricks and bone-breaking crashes. HotVAieels takes this household license and makes a killer 
racing game out of it. Expect to be able to choose from 40 of the all-time coolest Hot 
Wheels and race it out on a variety of themed tracks. Tomorrow Never Dies is EA's answer to 
969's Syphon Filter. This 3rd person action/espionage thriller brings the Bond experience to 
the PS. Unfortunately, there is no info on Road Rash 2000. Look for a preview next month. 






Namco is actually one of the more quiet companies at E3 this 
year, with only a few new titles to display (and one thot has become quite 
the E3 veteran). Ace Combat 3 features a brand new 3D engine and sto¬ 
ryline. This third game in the on-going series introduces a new mission 
structure and has more of a focus on heated dog fights. Dragon Valor 
represents an all new type of game for Namco and the PS. This 
action/adventure is set In a fantasy world and casts the player in the 
role of a dragon slayer — expect plenty of exploration and puzzle solv¬ 
ing. Pac-man: 20th Anniversary Edition, which used to be called Pac-man 
3D, takes the pellet muncher into the third dimension. Namco hos 
been working on this title for some time, let’s hope it’s worth the wait. 



Pac- man: 20th Anniversary 
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moment to ask I ■"■'C'" 
those of you who have | . ^ •" ^^ f ^lfjf^ 

coMiENT RATED BY beeH vidoo ga mj Hg SI Hce tho 1-. ' .■' 

ESRB^I^^ 8-bit days to recall a dark time, | 

when the only way to get a decent role ^'■; - 

playing experience on d home console was ‘ 

to order an import through one of the various | - " 

shifty mail order companies found in the back of i 

your favorite video game mag. All of you that spent ^ -—- 

many a night hopelessly stuck, wandering from 

town to town, talking to the same people over and over again, in the hopes you 
missed something because the game’s text was in Kanji, raise your hands. The 
reason i bring this up, is to put in perspective how lucky we are these days. 
While not as commonplace as say, driving games, RPGs have gone from a niche 
product to almost a mass market genre, transcending both age and gender. A lot 
of this is due to Square’s Final Fantasy Vii which, over and above the fact that 
it's an amazing game, was marketed extremely well by Sony. The other 
reason has to do with Sony’s support and acceptance of the genre as 
a whole; allowing and encouraging third party companies to bring 
over and localize a lot of the RPGs that are released in Japan. Which 
brings us (in a long-winded and roundabout way) to Star Ocean: The 
**' .. Second Story, an RPG developed and published in Japan by Enix (the 

' jJ^^P makers of the Dragon Quest/Warrior RPG series), which is now on its 
way to American gamers, courtesy of SCEA, sometime this summer. 

Being the first Enix RPG to be released in America (they have been 
making RPGs since the pre-8-bit days of the MSX), Second Story is actually 
a sequel to the first Star Ocean, which was released for Nintendo’s Super 
Famicom and SNES quite a few years back, in the game, you will get the chance 
to take on the role of either a young boy, Claude Kenny, or girl, Rena Lanford. 
This “Double Hero’’ system allows gamers two somewhat different storylines (although 
the two main character’s paths cross early on), with a multitude of possible outcomes 
(more on that later). The story is set in a different time and place — possibly 
somewhere in the future — and has a distinct science fiction flavor to it. As Claude, 
you are the eldest son of Ronixis Kenny (the hero of the first Star Ocean), who 
has to constantly live under the shadow of his father’s 

reputation. As Rena, you play a young girl who finds out early - 

on in the game that she was adopted at birth. Wanting to 
find out where she comes from, she is eager to leave her 
small town and set out on a quest of discovery. The main 
plot throws these two characters together (as well as a cast 
of others) in an attempt to discover and stop the terrible Maiudl I 
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iflil planet, dubbed 'The Sorcery 

Globe.” 

Over and above the detailed, well- 
localized storyline. Star 
Ocean offers a lot of meat for role 
players. The game can be played 
and customized in a variety of vt^ays, so as 
not to alienate novice or expert gamers. The 
heart of the game has to do with the its multiple 
“systems” — Combat, Private Action and Skills. 
Each one of these systems has been well thought 
out and adds to the gaming experience. The 
Combat System (which mixes polygon 
backgrounds with 2D character sprites), 
gives the player three choices; Standard 
for beginners 


which is basically 

traditional, turn-based combat. Semi- ^ 

Active for intermediate players — allowing you to move your character 
on screen so as to get behind an enemy for a stronger attack, and Full 
Active —allowing you complete freedom over your character and the 
ability to strategize your battles both offensively and defensively, i 
found the Semi-Active worked the best for me, allowing me to just hit 
the attack or spell button when I was fighting easier monsters, and then 
taking control of my character when i was dealing with bosses and certain 
deadly enemies. The Private Action system gives the player a bit of non-linear 
freedom that’s not typically found in RPGs, When you are about to enter a 
town, you can hit a button to get a Private Action. Sometimes, in doing this, side- 
quests will open up and give you the choice to carry on with your current adventure 
or head in a different direction. There is said to be a possible dO different endings, 
giving the game a ton of replayabitity. Lastly, the Skills system forces the player 
to learn skills rather than just gaining them as they level up. With this system, 
you can choose to learn certain skills which, in turn, will give you the ability to 
create your own items and weapons from raw materials. These skills include 
cooking, alchemy, chemistry, mining and more. All of these systems are seamlessly 

integrated by an unobtrusive menu 
system that keeps the focus on the 
game. 

: What about the sound and 

graphics? They’re good, if not great. 
* really liked the mixture of 2D sprites 
and 3D backgrounds — giving the 


this feature 


There's a lot to like with 
Star Ocean: The Second 
Story, The gome hos a welh 
written and expansive storylme/ 
interesting and emotional characters^ 
some pretty deep and innovative features, J 
and plenty of hours worth of gameplay. This M 
is definitely a recommended choice for hard-core 
RPG gamers, as well os peopfe who ore looking to 
get their feet wet with the genre* Whiie not on epk 
^ like FFVII or VIII, it certainly holds its own and, thusly, 
receives a shiny gold roling, 
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Every 
once in awhile 
there conies a 
game that breaks the 
mold. Something so unique 
and completely innovative that 
it elevates gamers’ expectations 
forever. AGETEC’s Fighter Maker is just 
that^ a break-thru title that gives gamers 
the ability to virtually create their own 3D f ighting 
game. 

Ever since i started beating down my brother 
I in Atari 2600 Boxing on up to Tekken 3, I have been addicted to fighters. 

Having had years of experience in street fighting, you can imagine how many 
times I have tried to act out even my most imaginative moves on friends. 
Granted they didn’t like having my elbow shoved into their crotch and then 
being picked up only to be dropped head first onto my big toe. 

But, who needs them now?! Fighter Maker gives the player the ability 
to program in their own fighting moves. So dll those phat hits, counters, 
throws, and combos I got floating around in my thick head i can now 
|||^^ bring to life. The concept is great, but what it comes down to is can 

- .. it really be done? Can I take a character and make him do exactly 

what t want as AGETEC would lead me to believe? 

initially let me say that this was no walk in the park. Fighter 
Maker comes with a comprehensive manual that helps somewhat. 

But the prospect of sitting in front of my TV, controller in hand, 
trying to figure out exactly how i wanted my fighter to punch was a 
bit intimidating, it took around 45 minutes for me to make my first 
move. This was surely a humbling experience, as i had never realized 
how many details are involved in even the simplest movements. 

Here’s how it all works. Once you decide to edit a fighter, you can start 
from scratch or you can use a set of pre-programmed moves. There are 20 
different fighting techniques to choose from as each character has their own 
style. Then you go into the motions and can edit every one of the fighter’s 
movements — hits, throws, basic stances, and win/lose animations. The Interface 
is surprisingly simple and efficient for the amount of 
control offered. Multiple camera angles help to make 
sure the motion Is fluid and exactly how you dreamed, 
and the various ways to manipulate body parts is 
especially easy. Basically, you position your fighter In 
a start and end position, then the PlayStation fills in 
rest, resulting in a fluid looking move. Amazing! 
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With 


own moves 
^ I programmed you can then go into 
» I Test Mode or a normal game and 
“ I see your fighter in action. Also, you 
« I <^cin edit the logic, hit damage, 
* ^ B sound effects, frame where 

il'i: I damage takes place opponent 

reaction, special graphic effects 
’ and other minor details, i am 

almost afraid to say this, but I 
actually learned something about game 
design playing this game. 

Fighter Maker made me think, it is not a 
game that you can just jump into and have 
it numb your mind with senseless button 
smashing, instead, you really have to be 
in a mood to sit down for a couple 
hours and only expect to program in 
a three or four moves. However, 
after programming several basic 
hits, the process began to get much faster, as i had a better grasp 
of what i was doing. Another cool thing is that Fighter Maker doesn’t 
constrain you to actual human physics so you can move limbs in 
any way you see fit. ^ 

here is where the game falls short. You will 
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On to graphics 

immediately notice that the game looks just average. The characters , ’ ^ 

break up every so often and the fighting arenas look fairly bland h 

with some remarkably fame backgrounds, i really didn’t have too much ^ 

of a problem with this, due to the fact that i was more interested in seeing 1?^ ( 

how my fighter looked pulling off his new 'Super Dillion’ punches and kicks I 
(and I must say he looked pretty super-sweet-ass-cool). You also should expect I 
to spend a ton of time editing, as the single player game is not worth playing 1 . 1 1 

unless you have a customized fighter. There are no special bosses to fight * 

or unlock and a nice CG rendered ending movie is non-existent. Additionally, ^ ^ 
there are very few games these days that take up an entire memory card, " 

but Fighter Maker is understandably one of them — a full 15 blocks. fe 

My only other gripe was the sound I 
sucked. The sound effects were 
nice, but in a game where most of jii 

the time is spent in editing screens, 
r \ would have hoped to be 

entertained by a kickin’ IBH 
soundtrack. This part was [ 
unfortunate. 

i V ^ other notes that helped 

I to push this game into gold territory — you can 1 

your friends with each of you being able to load 
up your own customized fighters. The 20 characters 
are diverse (includes Skullo Mania from Street Fighter 
EX + Alpha) and that makes up for the fact that 
you can’t edit any of the superficial 
character designs/outfits. Lastly, 


Throw 


Mxtretne 


creations! 


If you ore o true fan of the 3D 
fighting game genre and/or you want 
to learn about game design, run out and 
buy this game nowl Just think about the 
^X^ possibilities of what you can do*,., the game is . 
^X^ really as big as your Imagination^ Think of the replay A 
value* Fighter Maker is definitely a landmark PlayStotion jB 
title. And hey — I made my own fighting gameli 
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For me, - 

^ ^ ^ the pinnacle 

fighting games has 
always been whatever the 

ic=«rE.TR.TEos.^^^^^ latest Street Fighter game is 

from Capcom (with the unusual 
exception of Street Fighter 5, which l 
just plumb don't like). Over the past few 
years, the Street Fighter Alpha series has proven 
itself to be not only excellent in terms of gameplay, 
but astonishing in their near-arcade perfection. 

2D, 3D, whatever: if it’s a great fighting game, 
j’m not particularly picky about the relative dimensions that you can move around 
in. in fact, as a long-time (read as: older than l should be) fighting game fan, i've 
found that I prefer 2D in terms of gameplay and style. Sure, there have been some 
great 3D games in the past few years (Street Fighter EX, the Tekken series, etc.), but 
my tastes run toward the anime artwork and precision control you just can’t get 
at this point in time in a console 3D game. 

Street Fighter Alpha 3 is every bit as good as any fighter Capcom's produced 
in the past decade. Of course, they’ve had more than enough time to 
experiment and get it right, but Alpha 3 really is a testament to Capcom’s 
home development staff. When they’re properly motivated (as seen In 
most of the Street Fighter and Resident Evil titles), the games are fantastic. 
When the pressure to succeed isn’t quite there, we get games like Mega 
0 Man Legends and the slow-moving X-Men vs. Street Fighter games. A 
few years back, Capcom made the wise decision of having the same team 
do both the arcade and home port of a game, which means that there’s 
more consistency between the different versions, it also means that the 
development team has time to think about ways to enhance their game for the 
home platforms. 

Alpha 3 continues to build upon the previous games, this time giving the player 
the option of the type of fighting style they prefer to use, through the choice of 
three different “isms,” X-ism, A-ism and V-ism. The “isms” can be a bit confusing if 
you’re not paying attention, but they actually make sense once they've been explained. 
X-ism refers to Super Street Fighter 2 Turbo (in Japan, called “Super Street Fighter 
2 X”), so this “ism” means that your character will only have a 
sinfile, powerful super move when fully charged and a larger 
guard meter but cannot block in the air or Alpha counter. 

A-ism is Alpha style, with Alpha counters and two or more 
super moves, three levels of supers and no custom combos. 

V-ism means that you’ll be using the variable (custom) combo 
system that was implemented in Alpha 2, but no super combos 
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in one olmighty huge roster^ wHh over 30 characters 
ovailablei ThoHs a whole lotia Dragon Punches* There^s 
even rumors going ciround thot there may be some 
PocketStotion goodies hidden within the game^ just waiting (as 
patiently as we all are) for Sony to release the litH© gixmo here in j 
^ the States. Street Fighter Alpha 3 has now become niy benchmark 
fighting game, whkh is obout as high praise as 1 could possiUy give. ^^1 
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and your attacking power is low, so 
^DBSil you receive more points for your 

B l Choosing your “ism” is an important 

I part of playing Alpha 3 and it lets 
I players find their own strengths and 
; P select their preferred style of play 
Ifrom the series’ best control schemes. 

I, for one, was never much good at 
the custom combos and i do a lot of air attacks, 
so A-ism seems to be the mode that most suits 
my style. Characters play radically different 

with some characters 






according to their “ism 

working better in certain modes than others. The 
“isms" work as a sort of difficulty level setting for 1 
the game. Capcom considers X-ism easy, 

A-ism medium and V-ism difficult, with the 
relative rewards growing for learning 
the ms and outs of the harder styles. 

Sure, Alpha 3 has all the standard play modes that you’ve come to 
expect from a Capcom fighting game (Arcade, Versus, etc), but the 
best part of the game is the V/orld Tour Mode, which is part classic Street 
Fighter globe-trotting competition and part RPG. It may sound weird, but 
it does add some variety to the standard “beat up the next opponent” 
gameplay. The object in World Tour is to build up the stats of your character, 
developing his or her skills and making them into a more powerful fighter. 

in World Tour Mode, you’re not just beating in the face of an opponent. Well, 
yeah, you are, but there are many different ways to beat in your opponent's face. i 
Sometimes you can only hit the other fighter with custom combos; sometimes only 1 
your super combos will cause damage. You may be expected to fight up three or PPP(||^Sl|liS piil 
four fighters in a single round, usually two at a time. Your character earns experience ; 
for each successfully completed challenge and slowly builds combat prowess. 

Additionally, you can be rewarded with extra abilities that you can equip for your 
character (such as air guard, fast super meter charge or extra damage) or even f 
have bonus stuff open up. All kinds of crozy extras are unlocked as you go through 
the World Tour. Dramatic Battle, Survival Mode, extra powers for your fighter and i jjjlllHpRn 

hidden characters become available if j 
you put in enough time Into the World | '■ W|M 

a I’ve got to say here again, as I do : 

every time i talk about a Capcom ^ 

fighting game: the artwork just keeps i 
getting better, as evidenced both in 
and out of the game. Each time you’re 
? matched up against an opponent, you’ll 
I be treated to a character portrait of the fighter in Capcom’s 

familiar art style. Within the game, characters are well 
animated and the backgrounds are incredibly vibrant in a 
bright, cartoonish way. There’s a huge number of stages, 
os well. Remember Street Fighter Alpha's crummy 
eight stages? Alpha 3 must have at least four 
times that number. The best way to see how 
the game has progressed is to toss 
in the Street Fighter Collection 
disc, check out the earlier 
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my 

luck! I've finally 
been given the 
chance to review a 
Mature” rated game and it 
isn’t “VR Strip Poker ‘99 Featuring 
Alley Baggett” — a guaranteed million- 
seller if there ever was one. On the other 
hand, the game i am reviewing is quite unique in 
its own way: it is the very first “mission disk” for an 
existing PlayStation game. 

That game is Grand Theft Auto — a controversial 
) title from last year which required players to take the role of a criminal engaging in 
activities such as theft, arson, and murder. The game was rated “Mature” for violent 
themes as well as occasional profanity. At first, i thought this was a strange choice 
for the PlayStation’s very first mission disk, i would have preferred that an add-on 
disk make its debut for an adventure game such as Tenchu or Tomb Raider. However, 
since GTA was a mission-based game, the gimmick seems to work just as well here. 

This is going to be a strange review to write. If you were interested in Grand 
^ Theft Auto, you probably would have already bought it by now. An extra mission 
j s jj: disk Is probably not going to make you go out and get the original, if you didn't 

like GTA, you won’t like this game either, since it doesn't make any substantive 
5 !^ changes. And, if you don’t have the original, you can’t play this game anyway! 
That means that this review is being written for people who already own 
. p ^ GTA and know what it is all about. 

- ---I.!'’-'’ ■ ’ . ' 

\ \ „ The menu selection screens are identical to the prior game, so you won’t 

m S; P have to spend any time figuring out how to get into the game. Even the control 
schemes are the same as in the original. Two differences will immediately 
register, however. The first thing you’ll notice is that those crazy Brits drive on the 
wrong side of the road! it isn't like you’ll be driving safely anyway, but this makes for 
even more collisions than before. The second thing you’ll notice is that you have no 
idea what anyone is saying to you. I figured that my intricate knowledge of Beatles songs, 
Monty Python, and Wallace & Gromit would make me well-versed in British slang. Then i 
was told “Remember — I’m the monkey and you’re the cheese grater, so no messing 
around!” Looks like I was wrong, it took me awhile to figure out exactly what I was being 
asked to do. 

The designers have done a good job of capturing the look and 
feel of London in the I960’s. You’ll see those famous red double- 
decker busses, phone booths like the kind Dr. Who uses, and even 
a car painted with the Union Jack. The soundtrock also adds 
to the atmosphere of the game with a blend of 60’s Ska and 1^^^^ 

European underground music. Despite the catchy tunes, this is 
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8 a no Austin Powers game baby! Although 

London somehow looks less dangerous 
than the urban jungles of GTA, the same 
criminal activities take place — 
bombings, hit and runs, carjacking, 
assaults, theft, and murders. If you think 
that those MP’s don’t carry guns-think 
again! 

' Aside from the London setting, 

which means new types of vehicles and the 
aforementioned British music and slang, what else 
is different about this game? Nothing really. I found 
that the layout of London was a bit easier to navigate 
than the cities in GTA 






not so many waterways and 
tight corners. Other than that, my praise and criticism 
of the mission disk is the same as with the 
original game. 

For starters, you still have to suspend 
disbelief to accept the fact that you can 

cause this much carnage without a lot of consequences. Cars stop if you 1 1 

run in front of them and the drivers don't put up a struggle when being ~ j 

carjacked 


ill rAi 


even if you are unarmed. You might have five cops (I mean, f t 

“bobbies”) on your tail when you enter a building to end an assignment, but j ' 

they will be gone when you come out. Even if you do get caught, you are i ^ 

released almost immediately. And i thought our bail and arraignment 
procedures were a bit lax in the States! 

Additionally, the game still lacks analog control and requires you to choose 
from pre-programmed control schemes. There is no multiplayer game, and the game 
still only allows you to choose from four characters (all of them male). Still, i cannot mark 
GTA:MP#1 down since i had these concerns with the original. Remember — this is not a 
sequel! No attempt has been made to improve upon the game engine or play mechanics. 

Instead, Rockstar has just changed some of the graphics, the layout of the locales, 
the types of vehicles, and the mission objectives. In a way, this is the easiest review 
I've ever had to write, if the original game was decent (and I thought it was), there is i 
really no way to go wrong with a mission disk. 

If you don’t already own GTA, I don’t know why you are still reading this review. Go on 

to the next review already! Now, for 
^ : ' all of you who do own the original, the 

question you’ve got to ask yourself is, 

si lucky?” No, I mean, the 

S question you have to ask yourself is “Do 

i> l*i really love GTA? Well, do you...punk?” 

11Even though GTA:MP#1 is retailing for 
! Ill E a lower price than a regular new 

Sl I 1 B release, that could be money better 

P ■ spent on a totally different title or a partial down payment 

^ on the upcoming GTA sequel. 

Grand Theft Auto Mission Pack London 1969 plays exactly 
like Grand Theft Auto, which it is supposed to do. if you 
didn’t like the original, or were only mildly interested, 
there is nothing different here that will change 
your mind. On the other hand, if you are 
a GTA fan, this disk will extend the shelf 
life of that game. Like the original, 
it is great to play when you 
are feeling just a little 
bit anti-social. 
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Populous (the 


CONTENT RATED BY 


^aa^^ when EA released it for Sega's 
Genesis system, it took a while to 
become acclimated to the controls of 
the game, but proved itself to be well worth 
and quite an enjoyable game in the 


the effort 

process. Populous was Bullfrog's first title and ' 
was heralded with being the creator of the “God” 

I genre of games. Enter the third incarnation of the series. Populous: The Beginning 
(PTB) which, in terms of chronology, is set before the original, in this version, 
which IS a port of the PC title of the same name, the player takes control of a 
Shaman (a person possessing magical powers) and is tasked with culling together 
an army of followers in a quest to become the deity to end alt deities. To do so, 
the player is presented with a solar system in which all worlds, contained 
8 tefa. therein, must be conquered. The game opens up with a CG sequence that 
is nothing too overwhelming in terms of flair and glamour, it is here that 
you learn you play the persona of a female graced with the basic powers 
of destructive fire projectiles. Through the subservience of your tribe’s 
people, other relentless powers are obtained and used to further 
13 quest. 

PTB is a megalomaniac’s dream come true. Encompassing twenty- 
levels, using spells and magic, the player (as the Shaman) can 
actually affect the physical composition of the entire world. The playing 
ground in PTB is set In a fully rotatable 3D environment, with events 
happening in real-time. You will see your grovelers worshiping idols and 
totems, as well as erecting structures on your behalf. The semi-overhead 
camera system allows the player to zoom and rotate their viewpoint, affording 
a variety of useful playing views. Most importantly, the viewpoint casts that “i am 
Godly and i am watching you” mystique over the game. 

Visually the game is solid. There is an effective use of light sourcing and special 
effects like smoke, flames, locusts, tornadoes and such. The world is polygonal 
and has depth and texture to its terrain. The followers appear to be comprised 
of sprites and animate much like the original game's 
characters ~ staccato and comically. The various 
representations of buildings are clearly discernable and 

the Shaman easily stands out amongst the minions without - l,^ , 

the need for much visual acuity. Overall, the manner in 

which the game is portrayed is quite functional although J. 

it is a departure from the grid-based terrain of most real- " 
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complexity — evolving out of each world conquered 
But when the weapons of war are nature's torrents^ one 
can't help but feel godlike when plotting the destruction of 
a clvilizatiDn, And thot Is what PTB is all about. Well done and 
well worth the price of admission. 


time strategy games. Unlike the PC ^ ^ 

1 version, which used text to convey 
information obtained from the I 
! Ancients, the PlayStation version I :j|||n!BH[ 
has been graced with actual voice I 
narration and, as one would surmise, I 
it is an ominous voice befitting of 
a god. This helps in propelling the I m' 
story along and provides some 
helpful hints as to the status of your 

+Jf issue that is always of concern when 

stealing with games of this type is the fact that ' 

often times, the user is immediately at a I’ 

■1^^'^ ’' ^ disadvantage. The CPU always enjoys the luxury I ^ 

of making its choices and implementing I a 

Ir actions without the need to navigate ^ 

Si ■ amm V :^J3F menus or making physical moves to H >4? 

1 ^^. carry out tasks. Balance in such k ; t 

games is relegated to very clever Ai : .:.« 

programming, and requires a super-smart user interface. Bullfrog W 

has seemingly accomplished this arduous task by implementing a H||H| 

simple menu interface that works. Using a variety of double press TT' 

button combinations, the player can easily and, most importantly, 
quickly call up menus to initiate tasks. Controlling the game with the 

Dual Shock becomes a very vibrant experience indeed. Casting spelts ,>ft 

or taking damage, the Dual Shock comes to life with various degrees of 

vibration making things a bit more tangible in the process. Several of the ■ 

buttons are used to navigate the various menus and sub-menus. For example, I 

using the Shaman button the player can be instantly brought back to where I 

the Shaman is positioned. Making things even a bit more streamlined, there Is I 

a Cast Spelt button that can be used to instantly cast spells without having to go I fl. 

through the rigors of selecting the Shaman first. When in analog mode, one stick 

can be used for cursor movement while the other will scroll the map. These 

things make playing PTB a more pleasurable experience, once the learning curve 

has been shaken off. 

In addition, there are icons that provide useful information, and there is also I 

_ a map view that shows the occupied I 

qp traversed region of the current I ^^gi||||||H 
i ^ world, along with color-coded dots I lll|^ 

I 4 ^ and can be a bit useless when trying I™ v 

I W W IF ^ ^ decipher amongst multiple groups 

I • VJIr j ^ > g Qf followers. However, the spell 

I " W charge meter at its base is very helpful 

■ aHiiiiiiiiiiiiiiiiiiHM imiuiiiu'wi' ||., knowing when you are ready to cut loose with a 

massive onslaught of magic. The sounds in the game 
are standard (albeit good) fair The sounds of catastrophes 

■ foi' ‘•'he most part, quite enjoyable. But 

I ; ^ ' ^ for those not SO inclined to game 

■ soundtracks and aural effects, 

■ everything from the voice ^||^H^SS|ESI|fiE9p99ffi 

^ \ to the thunder can be 

I 1. i .^i adjuo^d. 
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^■■PF" ^..K^ fhcar shows the dilterertce a year o 

hard work can provide — there's lots of 
changes for the betterl Interploy Sports 
Baseball 2000 isn't perfect^ but it is highly playable 
and a very well rounded effort. Not the glitriest of 
the bunch/ but it's plain ol' fun. And/ isn't that the point? 
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if you 

■PP^ just finished 

reading my review _ . 

of interplay Sports’ 

Baseball 2000, then you’ll ; r / KKm 
PF’’ need to disregard much of what | \ mWmtmmm 
I said in the opening paragraph! j 
For reasons unknown to me at this time, 

MLB 2000 has not changed a whole heck | 
of a lot from MLB 99. Now, i know i just spent igpli' / 

some time talking about the fact that sports 
1 games (for the most part) are tweaked and 

tuned from year to year, and that if you play the previous version, you’ll 
notice many changes. Well, 989 is apparently trying to dispel that theory! 

Before we get too far into the specifics of what DIDN’T change, let me state 
that MLB 2000 is still the best overall baseball game for the PlayStation — 
just like it was last year. However, that doesn’t mean that MLB 99 was without 
fault — it wasn’t — and there were many areas which could have been 
improved upon. 

First of all, MLB 99 had some Ai issues which needed some fixin’ 
and NONE of them were remedied for the new iteration. Example 
V one; if you’ve got guys on first and second, and no outs and hit a 

pop-up to the infield, it should be an “infield Fly” out. This is not 
the case. Example two; you can hit a shot to right field, and stilt 
be thrown out at first base (same with the computer). Again, 
not good, in fact, most games got rid of this type of error in the 
16-bit days! Other errors of the non-Ai variety include some speech 
and roster management 
types. Some of you mc^ recall 
from playing MLB 99 that 
broadcaster Vin Scully would 
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Awards 




names — The pitcher winas, he ■ || ir 
deal”; “At bat, Barry Bon”; “Now I lii I 

^ ■ '3‘1# ?3t51 

i pitching, Doug Jone”. This really 
* annoyed me last year, and to have 
it thrown back at you for another 
year is inexcusable! instead of fixing this problem, 
989 added ESPN color guy Dave Campbell, and 
he adds just about nothing to the experience. 
Like any other game that tries to do color and 
play-by-play, the color guy just ends up giving 
you quick generic quips or totally erroneous 
calls — “He thought that was 
going to be a homerun” for 
a ball that lands 75 feet from 
the fence! For my tastes, Vin 
Scully working solo is all 
anyone really needs to hear. 

I mean, is there anyone better 
than ViN? 

So, after you’ve spent a 
few games with MLB 2000, 
you’ll be looking around trying 
to figure out what’s new. And, 
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average fan, you II have to look pretty 
hard. Heck, i couldn’t come up with a single 
1 animation or camera angle that wasn’t in last 

..Z * year’s game. Where’s the dramatic home run 

scene? Or the cool outfield catch screen. 

5;: Granted, these are areas that other 

games have done before (like Triple 
Play and Ken Griffey on the N64), but 
_ they’re COOL and MLB should have 

been able to take these ideas and 
put their own twist on it. As for the rosters, I didn’t check out 
every single team, but I did notice that some rosters are totally 
out of whack — like the Giants. Joe Carter RETIRED at the end of 
last season, for crying out loud, and Danny Darwin wasn’t even 
invited to Spring Training, and Osvaldo Fernandez hasn’t been on 
the roster for TWO years! 

989 Sports apparently spent the year working on the graphics, because 
most of the stadiums are more detailed and the te>ctures have been cleaned 
up and “smoothed” out. The pitcher/batter interface, however, looks exactly 
the same, and even the fonts and positioning of the Information have all 
remained intact. The player models also have retained their 99 look, although 
there appears to be some minor tweaking of the jerseys, that give them a 
more wrinkled look. 

Despite this overall “sameness” that permeates MLB 2000, it still plays 
like a bandit, and is easily the most enjoyable game of hardball around. 

Probably the biggest compliment 
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I can give MLB is that it doesn’t |r - ^ . i ninigY 
L eaaers \ play like a 32-bit game. That is, | ' 
^ I 'I'h^ characters all move with i 
Fr isB V I sprite-like exactness, they don’t |j 

IfeK ifc I “glide” on the field like they do i 

'Hrb'’ I '^al I in just about every other sports y 
1 ■ game for the PlayStation. Move 

■ left, and your guy instantly goes 
left; pivot sharply to the right, and 

^ . he moves as quickly as you push on the controller. 

This makes fielding a breeze, and you never have to worry 
about missing an easy grounder or having the computer 
choose a guy who’s not the closest one to the ball. 

^ The difficulty level is set competitively at the 
b Veteran level (intermediate), and you can 
i still choose to use the batting cursor, 
i if you wish. And why wouldn’t you? 
i The guess-a-pitch feature is 

of my favorites, 
and adds increased 

realism to the game. ^.^^^H^Sf^RSSlSEfHSSRBOiiSSCSSlSI^B/ 


check out Interploy Sports Baseboll 2000 
But, if this is your first seoson with the MLB series, 
then I certainly recommend picking up a copy of MLB 
2000 ^ youil hove a great timel 
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suaaeniy They may be nowhere in sight, sometimes you won T even see any 
opponents ahead of you when you cross the finish line in last place. I realize 
that the designers probably removed the opponents to reduce the demand j 
on the CPU and make the game run faster, but then why does the game M 
still feel slow? M 

Unlike the first two games, in which you could actually catch up to and H 
pass someone or fight someone to keep them from passing you, here ■ 
your race position never feels secure. The CPU opponents can pass you W 
as if you are standing still even at your top speed while you run a perfect 1 
race. They are all over the place, even to the point of often ignoring the 
ramps and gates. This is not to say that you can’t win races with the slowest 
equipment, in fact, you can win the tournoments without ever upgrading yo 




There are also free-style and time trial modes which have slightly different course 
layouts. The same strategy of the prior games applies-do you go for the best race 


IBMPH 


A lot of the little touches are gone, such as the starting announcer and the “ka- 
ching!" sound of the money gates. There are no interactive obstacles such as 
falling rocks, cable cars, pedestrians, or moving gates. Even the hidden “shortcuts” 
aren’t exciting! in addition, rather than featuring a field of 16 characters, you are 
racing against just five CPU opponents. Vi^en one passes you as you turn a corner. 


gear. So then what is the incentive to bother with the tricks and gates, which slow 

you down even when done correctly? r ^ 

Lest you think the game has no redeeming qualities, the two-player split screen ^ ' 

mode doesn’t cause any noticeable slowdown-but that is because there are few ^ ^ 

Q_ 

position or do you try to perform tricks? The latter will earn points to buy upgraded 

equipment, but only by finishing strong | 
can you advance to the next 
tournament and open up locked f . 

I courses. There is also a cool opening f j . 

■ video of skaters performing tricks, ^ ^ 

I not to mention a video of the band 4 
I "Ultraspank” (i wonder how much 
I valuable space that took up?). 

m IXtreme may have not been the 

fastest game, but it was great fun knocking people off their 
bikes, running over chickens (accidentally, of course), and ^ 
I jumping cable cars. 2Xtreme lost some of that excitement due 
I to uninspired courses which repeated background graphics 
I like a Hanna-Barbera cartoon, but it was still fun to 
I attempt tricks in the middle of a race and the 
I scoring system was more evenly balanced. 

I Despite the long wait for another sequel, 

I 3Xtreme doesn’t improve upon either 
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some fighting, or is it a stunt gome with 
some racing? The tracks ore uninteresting, 
and the new polygonal characters moke the 
gome look worse and play slower* With so-so 
music, limited sound effects, fewer CPU opponents, 
and no analog control, the result is o disappointment* 
Between SXtreme, Street SkSer, and Rush Down there is / 
the makings of a great "extreme" racing game, but none of / 
them have got it just right yet* / 
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Sport$ Car GT will appeal to those of you 
that have every racing game out there, and^'^s. 
just con't get ertoughJ As for the rest of you, you^V. 
moy want to rent it, and then wait for Sonyas Gran^ 

in racing games 


Tourlsmo 2 — the next '"'big thing 
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of ffiFs often maligned sport, I still think thot V Tennis is the best of 
the bunch, but All Star Tennis deserves credit for its broadcast style 
presentation and the addition of licensed players» 
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is there any other type of game that brings 
back as many memories from the early days as 
tennis? Unfortunately, tennis, as a sport, isn’t enjoying 
as much success as it was back in the days when Jimmy 
and John roamed the courts like a couple of Jack the Rippers 
looking for their next victim. As the sport goes, so does the video 
game. There have been numerous attempts to capture the excitement 
of pro tennis on the next generation consoles and all have fallen short of 
the mark. However, If you think about it, as boring as pro tennis is these days, ^ 
the developers may have hit their target, it’s not that the games were terrible, all 
have featured pretty impressive graphics and decent frame rates, it’s just that 
the actual gameplay was cumbersome and tedious. Enter Ubi Soft, a die hard ^ 
supporter of the tennis genre and publisher of the last tennis game for the 
PlayStation, “Tennis Arena”, which I reviewed in the December *97 issue of this fine 
mag. If you don’t remember my bottom line, it went something like this; “if you 
like tennis games, if may be worth a look, but rent it first. In fact, you could say that 'jjjBIBpBi pB 
about every tennis game that has come out for the system, with the possible exception 

With that being said, let’s take d look at the latest offering from Ubi 
Soft/Smart Dog. The bluest change is the addition of some real professional 
tennis players, such as Michael Chang and Conchita Martinez to name 
a few. Additionally, you’ll have three choices of play: Smash, Arcade 
and Bomb. What’s Bomb tennis you say? I asked myself the same question 
only to find out that it’s sort of like a puzzle game inside a tennis match. 

Every time the ball hits the court, a bomb appears in the spot and 
explodes a few seconds later. Pity the poor slob who happens to be 
standing near by. I'm still trying to figure this one out! The arcade and 

smash modes are pretty self explanatory. Within each category, there ^^|||||^ 

are three modes of play: 
singles, doubles and tournament. 

.. ■ You also have your choice of venues ||j .-§^ 1 /^ 11 ^ 11 ^ 

I ranging from the good ol’USofA to 
_l Greece the UK, Australia, etc. 

I The game of tennis hasn’t changed mPHlH 
I much in the past 15 years and, 
unfortunately, the video game W 
experience hasn’t either. The biggest 
problem seems to be the camera 
angles. You just can’t get far enough away from the 
court. It makes it very hard to judge distance and make shot 
selections. On a positive note, however, the crowd 
interaction and broadcast quality is top notch. My 
favorite is a cell phone ringing in the middle 
of a match; the crowd starts laughing and 
the players get ticked off. It’s quite 
amusing. Graphically, the player 
animation is relatively smooth 
and the frame rate is 
adequate. Basically, 
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In re^iionse fo all of your emails begging us to bring 
back'Examine, we've put together the second holt of 
our two'part walkthrough for Sony's just-released RPC, 
Legend of Legaia {the first part ran last issue). We will 
be making this a dedicated section in the book every 
month with walkthroughs for the latest and toughest 
gomes, os well as answers and tips to any burning 
gameploy guestions you might have. Feel free to drop 
us a line via snail mail: Examine, 1175 Chess Drive 
Ste. E, Foster City, Ca. 94404, or email; ds@quake.net, 
and let us know what you would like to see. 





The guarded entrance lies in the upper left portion of town. Follow the pathway down into the caverns of Octam. At the fork, grab a Wisdom Water to the right. Go left and 
around the next 2 columns. Grab the Healing Bloom and exit. Head to your left. There is a Magic Leaf in the center of the column. Keep heading left to another column. Enter 
on the left side to get a Healing Bloom. Continue left. Grab a Healing Flower in the center of the next column. Go up from there to a save point, then exit. Jump onto the stone 
to cross the lava bed. Grab the Phoenix, then jump back onto the stone and select "Go On". Now you see the main cause of the earthquakes in Octam. But before attacking him, 
go north to a Door of Light. Now talk to him until he fights you. Once you defeat him, go right to get the Guardian Chain. Go back to the left and down the bridge to the 
frozen lava bed. Go right and grab the Incense. Then, head left ftie way you came to the exit; watch for the Healing Bloom along the way. Don't exit right away. Continue 
going right to a slide. Go up the stairs just below that and grab the Power Water. Slide down then exit all the way back to Octam- Undercity or use the Door of Light. 

XAIN 

Xain is slow but ve^ powerful. He attacks for 600-800 points of damage. When he does his Bull Charge, use Spirit to defend. His Terio Punch hits everyone for around 800 
damage. Remember to heal anyone less ftian 600 Hp and have the Burning Jewel equipped. He has roughly 9500 Hp and holds the Wind Book 11. 

Go talk to the mayor in Octam-Undercity. He'll let you use the main elevator now. Don't forget to heal at the Inn and purchase items and better equipment. Take that back to 
Octam and leave the city. 

Use the Door of Wind and go fo Ratayu. The hot steam should now be gone and you can safely jump across the ravine to enter the dly. Explore a bit, then head for the castle 
to the north. 

— Weapons shop 
— 1 st house middle row 


— 2nd middle row 
— Item shop 


Cross the bridge to the stairs. There is a Magic Leaf in the right corner. Go upstairs and enter the north door. There are balconies with a Healing Flower on the left middle and 
Swift Water on the lower right. This next room has a Fury Boost and Speed Elixir on the left, a Healing Berry on the right, and Saryu on the throne in the middle. Walk up to 
him and receive the Letona Key. Head back into town. Now you can go through the lower right door to the Genesis Tree. Follow the path north past a save point. There will be 
a path to the left with a Magic Leaf and Wisdom Ring. The path turns to the right In front of a cave with Guardian Water at the end. Go right; grab a Healing Bloom from the 
bottom path. Enter the caves and go north at the split. To the left will be a Healing Bloom and Incense. Go to the right and follow the path out of the caves. Grab the Wisdom 
Water; enter ftie caves to the left. The path then splits, to the right is a Healing Fruit, go left to the save point. Exit the caves. Go up the hill to the Genesis Tree surrounded by a 
pyramid. Grab the Magic Fruit. Try to leave to start the storyline. Once you defeat Songi, activate the Genesis Tree and use the Door of Light to get back to town. 

SONGI 

Songi is a lot stronger now than before, but you should be faster than him. His main attack does 500 - 750 Hp. His special attacks of Hyper Lightning and Hyper Crush devastates 
1 person for 800+ Hp of damage and the whole party for 700+ Hp of damage respectively. Equipping the Defender Chain helps stop his main attack. He has around 12,500 
Hp and holds the Thunder Book II. 

With the mist gone, explore the town. Make sure you talk to the bride dressed all In blue in the inn. This will start the storyline. Talk to the other bride, then try to leave the area 
fo set the storyline in motion once again. Heroes to the rescue! Go north through the castle to the double doors guarded by Kemaro. Go through the doors and follow the path 
to save Noa. Prepare yourself for a big battle with Soryu. Once defected, the storyline takes over and leaves you with the key fo the west door. Go heal first at the Inn. The 
lady there has new fighting arts for everyone. Then head out the west door, around the peninsula, and on to the Mist Generator, 

KEMARO 

These two are fairly easy. They do 250 - 350 Hp of damage and hove 1500 Hp. Try to absorb 1 or both of them. The Kemaro spell is powerfull enough fo reset and try again 
to absorb them. 

SARYU 

Saryu has no weaknesses. His main attacks do 300 - 600 Hp of damage, but like Songi, equipping a Defender Chain helps prevent against that. His Earthquake attack hits 
the whole party for 400 - 900 Hp of damage and Juggernaut Power increases his statistics, so defeat him fast. He has roughly 13,000 Hp. 

Enter Dohatl's castle. To the left, there is a Wonder Elixir in the bottom path and a Healing Flower in the upper room. Go right. The next room holds a Power Elixir. Take the 
escalator up. Follow the hallway. The next room on your right holds a Healing Bloom.. Continue to the fork, the bottom leads to a Phoenix. Go up and across the bridge. The 
next room to the top holds a Healing Fruit. There is some Life Water to the left of the next set of escalators. Go to the right at the top, grab the War Soul, and exit across the 
bridge. Use the save point. At the intersection, there's Power Water to the left and a Shield Elixir on the right. When you approach the Mist Generator, Dohati appears. Once 
defeated, the storyline takes over sending you back fo the Ratayu throne room. Now is a good time to return to Vidno to do a iittle exploring. With the lava gone, the boiler room 
treasures are now available. From there, head over to Octam and ride Flying Trains. 

DOHATI 

Noa deals the most damage fo Dohati; keep her alive. Dohati has a main attack that deals 300 - 700 Hp of damage with a special attack, Chaos Breath, which damages the 
whole party for 800 -1100 Hp. He has roughly 11,000 Hp and holds a Mettle Armband. 

With the town back to normal, everyone has different things to say, so mingle. When done, go to the top of Octam, through the red door. Talk to the man and meet up with 



the rest of the crew. Talk to the man with the Seru on his back. The storyline takes if from there and "deposits" you in the Karisto Kingdom. 

At the bottom of the station, there's an honest person shop. Check the tree nearby for 3,CX)0 g then grab the traveler's kit. NOTE: if you pay for if, then the owner of the cart will 
reward you when he returns. Head for Sol located just north of Kartsto Station. 

Upon entering, go right to get to the upper levels. The mist only spread up to level 3, above that is the remainder of Sol's people and markets. When you reach the cam, the storyline 
takes over. When you finish with thot sequence, there are a lot of things to do in Sol (see subquests} so check it all out. To continue the storyline, go to the very top and find the 
Biron monks. Grab the Miracle Water, Shield Elixir, and Power Elixir as you talk to the practicing monks. Then go to the temple and receive the Genesis Tree Seedling. Talk to the 
monk on the left, he will heal you all for free. When you leave the temple, Gaza comes to stop you from getting rid of the mist. Songi comes to take Gaza away after you beat 
him. Go talk to the monk in the temple to heal up again. Then it's off to the Muscle Dome. You need to gain enough coins to purchase 8 Soru bread to open the gate to the 
bottom levels of Sol where the Genesis Tree is located. When you have the 8 Soru bread, go down to level 3 where the mist starts - remember to feed the box after getting the 
treasure inside for each Grey sage's chest. Pass a room with a save point. The next room has stairs on the left and a sage's chest. Get the Magic Water. Go down the stairs and 
grab the Guardian Water. Go back up the stairs and exit the room. Keep going down. In the next room, grab the Wisdom Water. Leave the room. Pass up another save room. 
The next room has Swift Water with stairs going up. Go upstairs; grab the Wonder Elixir and Phoenix. Go back down and exit. The next room down has 2 stairs. Grab the 
Power Water then go down the left stair. Grab the Healing Berry and leave from upstairs. Pass another save room and the exit going outside. The last sage's chest is in the next 
room with Life Water inside. When the last one is fed, there should be a rumbling noise; if not, go back and check. Leave, pass another save room and go inside the next room. 
Walk up to the weird pipe organ and examine it. Now that the passage is unblocked, proceed to Warrior's Square. On the way, grab the Speed Elixir, Maria's Diary in the bookcases, 
a Wonder Amulet, and a Golden Book. Don't forget to save before going down to Warrior's Square. 

GAZA 

He's a little slow, but his main attack hits for 600 - 800 Hp of damage ond his Astral Slash hits for 1100 -1300 Hp. He has no real weakness and about 12,000 Hp. 


Flip the big switch, go right, flip the purple switch. Go down the stairs and up to the light green switch. Flip it, go Ground and down the bottom stairs. Go up the left stairs and flip 
the blue switch. Go through the blue gale and flip rfie yellow and red switches, Go down the bottom stairs again and up the left stairs to the upper level. Go through the red gate 
and flip the gray and red switches. Cm around to the 2nd big switch and activate that. Continue around and flip the green switch. (3o down the stairs; flip the light green switch, 
the bottom stairs for the final time. The storyline takes over and now vou have to fight a new and improved Gaza, When you defeat Cxjza, the storyline takes over 


then down 

activating the Genesis Tree for you. Exit the Square and head out of Sol. Watch the storyline, then head over to Buma to examine the Genesis Trees, then over to Dr. Usha at his 
research center. 

GAZA It 

He's still a little slow, but now his main attack hits for 700 -1100 Hp of damage and his Astrol Wave hits for 900 -1100 Hp. He has a new attack, Neo Star Slash, which hits the 
whole parly for 600 -1100 Hp of damage. His defense is greater and about 14,500 Hp. 


Go to the building in the center and enter this password into the tube: X X T C S to lower the elevator. There is a Healing Berry in the right corner of the room. Go see the Dr.; he's 
upstairs on the top floor. There is a Magic Fruit you can grab on that floor also. After you tell him all about yourselves, he tells you how to activate the Genesis Trees of Buma. Go 
downstairs and talk to his wife to get the key to Uru Mais. She gives you a little quiz to see if you were paying attention. Here are the answers: 1) Uru Mak 2) Dream Dreams 3) 
The Fire Droplet 4} Usha Research Center. Once you have the key, leave the Research Center and head West to Uru Mais. 

Once the storyline is done, grob the Healing Berry and go to the top of the ruins. This starts the storyline again. Choose from one of the three doors and enter. Follow the path to 
the center of the ruins and one of your parly members will dream when you get to the end. The color of the pathway determines which one dreams. When the dream sequence is 
finished, you will be on top of the ruins again. Floating figures will appear but you won't be able to understand them until all three of you have finished dreaming. Go down the 
other two pathways one at o time 'til everyone has dreamt. Then, talk to all of the floating figures around the circle. When you're done, talk to the one floating in the middle, they 
will then summon Tieg, who gives you the Fire Droplet. As you leave, you get to see an awesome FMV of the Juggernaut and some more of the storyline. Head back to Usha Research 
Center and talk to the Dr. again to get the Time - Space Bombs. When you leave, Mrs. Usha asks another quiz. The answers are 1) Nivora Ravine 2) fntronce to N/vora Ravine 
3) 3 Seconds 4) To Awaken Buma's Genes/s Tree. She then gives you a nice gift before you go. Now head over to the ravine just north of Buma. 

Once you get there, the storyline takes you through opening the cave. Go inside and through the mountain. Jump down the cliff, grab the Warrior Icon, then keep jumping down 
on your riant. Enter the cave next to the save point. Here the party splits up to qo down three different paths: The Fire Ravine, The Thunder Ravine, and The Wind Ravine, Starting 
with the Fire Ravine, go up and grab the Mettle Gem in the small cave. Continue down the rovine until you reach a column blocking your path. Switch over to the Wind Ravine, 
Go up and grab the Rainbow Jewel in the small cave. Continue to the crest on the floor and stand inside it. Switch to the Fire Ravine and push the lever on that column. Go north. 
There is a Fury Boost in the next cave. Stop when you get to a break in the floor. Switch to Wind Ravine and cross over the bridge. On the other side, there will be a lever on the 
wall to your right. Push it; then continue north. Grab the Magic Fruit in the next cave, then go out of the Ravine. You should now be in (he Thunder Ravine. Go up and around, there's 
a Spirit Jewel in flie next cave. Continue going north; when you are at the giant snow ball, push it over the ledge onto the Fire Ravine below, then continue out of the Ravine. 
With rfie giant snowball In that gap in the floor, cross over and meet up with the others already in the cave with Koru. But before you can set off the Bombs, you have to defeat 
the Delilas in one on one combat. Vahn fights Gi, Noa fights Lu, and CmIo fights Che. Once alf three are defeated, the storyline takes over and you get to see the true fate of the 
Delilas. Save the game, then jump into the pit and defeat Koru as fast as possible. Don't forget to learn your new move that you got from the lasf battles. 

CHE DELILAS 

He's the muscle man of the group. Make sure that Gala is equipped with the Speed Ring so he can attack before Che does. He has 2 normal attacks for 400 ■ 500 Hp of 
damage then attacks with his Megaton Press that does 700 -1000 Hp undefended or 400 - 700 defended. So moke sure you defend with Spirit. Che has around 10,000 Hp 
and holds the Thunder Book III. 

LLJ DELILAS 

She is much faster than Noa, so remember that her attacks are similar to her brothers in that she attacks twice normally then with her special. So attack, heal, and then defend 
with Spirit. Lu hits for 300 ■ 500 Hp of damage and her Plasma Strike deals 700 -1100 Hp undefended or 400 - 600 defended. She has around 9,000 Hp and holds the Wind 
Book III. 

GI DELILAS 

He's an all-around good fighter, like bis siblings, he also attacks twice then does his special. Depending on how you played Vahn, Gi sometimes will be faster than you are. If he 
is, then fight him like you did Lu. Otherwise it doesn't when you heal if at all, just remember to defencTwifo Spirit on the third attack. His normal attacks hit for 350 - 550 Hp of 
damage and Blazing Slash hits for 800 Hp undefended and 400 defended. He has around 10,000 Hp and holds the Fire Book III. 

KORU 

Basically all you have to do is defeat Koru before time runs out. For every 200 Hp of damage you inflict on Koru, he loses one (1) Hp, He doesn't attack for much damage so just 





concentrate on killing him and not on healing. He has Healing Fruit as his prize. 

BUMA 

Now that the Ice and snow has melted, activate the Genesis Trees in Buma. lliis also starts the storyline again. When you have the music score from Cara, go back to Sol. But 
don't forget to explore the town. You can also do a spot of fishing in the nearby lake to gain some rare items, 

— Fireplace — Inn 

SOL 

Once you enter, head to the elevator and get off at 4F. Head down to the Jazz Club. Talk to the piano player to play the music and learn the past of Grantes and Cara. Remember 
you can heal for free with the monks at the temple on the top floor. Go back to Buma and talk to Grantes and Cara to get the Soren flute. 

MT. DHINI 

Head north up the pass just to the left of Buma to reach Mt. Dhini, Go north to a gate next to a save point. Examine the sparkles to open the Soren Gate. Continue to follow the 
path. When you get to a fork, go left, this will bring you to a cave. The right path leads to an Unholy Icon. At the next fork, going straight leads to a Phoenix. Go down and around 
to the left to exit the caves. Go past the waterfall to a Wonder Amulet, Then head up through the cave and follow the path around to rfie exit on the other side. Grab the 
healing Berry and enter a cave once again. Go around and up to the exit. There's a path to your left that holds a Good Luck Bell; make sure you take this, it's very helpful. 
You'll pass another save point on ^e way to the top of Mt. Dhini. At the top, the storyline will take you to their camp. 

SOREN CAMP 

Talk to the Chief. Once he allows you Luctes to help you, go back and talk to Luctes. Then get ready to go to the Floating Castle. Remember to heal and equip before talking to 
Luctes. 

— Weapon shop — Chief's Hut 

FLOATING CASTLE 

Enter the castle and go left at the split. At the next split, the left path leads to a Healing Berrv. Follow the right path up and around. Go to the right, there will be a Magic Ring 
in a room to the north. Go down and out of the caves. Walk along riie ledge, to your right is another entrance. You should come to a room with a circular elevator in the 
middle. To bring the elevator up flip the lever in the room to the north. Go down to the lower level, follow the corridor. There will be a room to the north with an Evil God Icon. 
When you get to the security doors, go back and enter the pipes on the left to get to the control room where the switch is. Flip the switch, the doors are now unlocked. Exit to 
the top. Follow the corridor around; me room to the north has a switch on the wall, Push the lever and the top comes off the device in the Roor. Inside are the Soren Secrets. The 
room at the end of the corridor is a red circular room with a save point ot the bottom. Take the souRi stairs and exit to the north of the save point. A pair of Puera guards the 
next set of doors. When you beat them, push both switches and enter the throne room. When you approach the throne, the storyline takes over. Behind the throne is a set of 
three doors. The one on fhe left has Magic Water, the one on the right is empty, and the middle is locked. No matter vdiat your answer is you have to try to leave the throne 
room. This will have Zora come in and the battle can start. Once she is defeated, the storyline tokes over and you will find yourself racing to get out before the time expires. 
There is plenty of time, however, so don't panic. But if you are worried, then use the save pint before trying to get out. When you get back to me Soren Camp, you learn more 
about the Ra-Seru and where to go to rid the world or the mist. Heal and equip, then talk to luctes to go to Conkram. 

ZORA 

She has a pwerful attack called Dark Typhoon that hits the entire prty for 700 -1100 Hp of damage. Her normal attacks do 900 -1200 Hp of damage and she has around 
19,000 Hp. Make sure that one of your characters is constancy healing the whole prty, even if they are all at full health, because if she hits with 2 Dark Typhoons in a row, 
then the prty will most likely be annihilated, 

CONKRAM 

Once the storyline is done, you need to find Noo's moRier inside the castle. There is a Spirit Jewel in the right corner of town. Head up and enter the castle. To the left of the double 
stairways is a Lost Grail. When you enter fhe castle, go up the stairs to your right then up to the throne room. There you will talk to Noa's moRier, Queen Mineo. She tells you 
how to get into Jette's Fortress. In the 2 rooms north of Queen Minea, is a Healing Fruit on the left and a room of Mirrors on the right. Go back down to Rie main room and in 
the left corner is the stairs going down to Noa's Father. Go all the way down to the basement and talk to King Nebular to get Rie Seru Flame. Head back up to that room of Mirrors. 
The storyline will bring you to Conkram of the past. You arrive at night so head back into town to sleep until next morning. Along the way, don't forget to explore the castle and 
talk to everyone. Once outside the castle there is Guardian Water at the top left of the double stairs and Magic Fruit at the bottom right. Explore the town then go to the Inn to 
save and rest. There is Swift Water in the Biron Temple. When you wake up, head outside to see Rie demonstration of the new weapn. Things start getting out of hand quickly 
though and it's up to you to save the day. Go back into the castle and down to the basement, where you met King Nebular before. The storyline ex plains a little more of the history 
of the Ra-Seru and how to stop the mist. Use the save pint and jump into the hole. 

The Tower consists of 3 mazes compsing of teleprtation devices, which I call portals. When you enter one, you exit from another. But going back through doesn't always 
bring you to your previous place, If you get lost, try to retrace your steps. If you're still lost, then restart and try again. 

Step into the portal. Go through the south doorway and around to the next prtal. Go down and around to the doorway on your right. Step into fhe prtal. You will now be 
next to 2 doorwoys. The left portal leads to a Magic Armband. Go get it and return, then go through the right portal. Go down and around to the other portal. Go down 
through the doorway. You can now either exit this maze or get a Phoenix. To exit, just take the lower portal ana step into the gate. To get the Phoenix, go through the top portal 
and down through the doorway to the left. Step back into the portal. Go down and exit through the same gate. 


Step into the uppr portal. Go through the doorway to the prtal on your right. Go down and to the left and enter the prtal. Examine the crystal and fight Caruban (same as 
monster you fought earlier). Enter the other prtal back to the beginning room. Enter the uppr prtal again. Go through the doorway, now enter the south portal. Go to the 
portal on your left and through the doorway. Enter the next prtal and go right then down, enter the portal. Grab the Fury Boost and return to the previous room. Go to the 
portal in the room to your left; grab the Guardian Chain and return. Now enter the prtal in the uppr area. Examine the crystal and fight a Beserker (some as monster you fought 
earlier). Enter the other prtal oack to the beginning and use the middle prtal to the gate, 

NOTE: This last maze has the additional factor of timing to enter the prtal. Notice that the whole maze has a "heartbeat"; if you enter a prtal when it turns red and pulsates, 
then you go back to this one room every time. Just use the same portal to go back to the beginning room and start again. So take your time; it's belter than running Rirough 
the same prts of the maze over and over. 

To the left and right are pols of water that fully restore Hp and Mp. Enter the portal at the top of the room. Go up and right to the next portal. Use the right prtal and then 
examine the crystal to fight a level 2 Beserker. Enter the same prta and go to the one on your left. Follow the hall to the next portal. Go up to the portal, then up and left to the 
prtal, Go up and left to the prtal again. Now carefully avoid the prtal in front of the doorway and enter that room, use the portal. Examine the crystal to fight a level 2 Caruban. 




Enter the same portal and use the one right outside the doorway. Go up and save next to the gate^ enter the gate. Go down and fight the Rogue. 

ROGUE 

This Boss has no defined weakness as it chan ges form during combat. When if uses the Elemental Change power, you should defend with Spirit the next round. The Rogue Elemental 
attacks cause 600 - 1100 Hp of damage defended and 1000 -1700 undefended. It has roughly 28,000 Hp and I found Aluru, Kemaro, lota, and Barra did the most damage 
of all the spells. 

€®NKIIAM - PAST 

Once you have defeated the Rogue, the storyline fakes over and sends you back to the throne room in Conkram where you get the Nemesis Gem. Finish exploring the rest of the 
castle, healing, and buying better equipment before returning to Conkram ■ Present. Make sure that you see the Queen, she is on the roof praying. To get to her, go to the room 
to the left of the throne and up the stairs. She will also give you Minea's Ring. When you're ready, go back to the Mirror room. The storyline then shows how Conkram — present 
came to be. 

JETTi'S FORTRESS 

Go talk to the Queen once more; she tells you what must be done. Leave Conkram and head north to the Absolute Fortress. After the storyline gets rid of the Gate of Hell, enter 
the Absolute Fortress. Take the path to the right of the save point up to a Life Armband. Next to the save point is a healing spring. Heal, save, and continue north. At the Lake of 
Mist, grab the Rainbow Jewel to the right, then go left around the Lake. Follow the path to a better vantage point to see what's really going on with the Lake. Look for a room to 
the north along rfie path; inside is the Golden Claw. Keep heading north through several doors. At the end, there is an Unholy Icon. Go back out and up the stairs you passed. 
Use the save point, then enter the room. The room to the right of the control panel has a Wonder Elixir. Go to the control panel in the middle of the room and activate the right switch. 
Now leave the room and go down the stairs, up the next flight of stairs, and exit through the door. Step onto the platform and grab the Great Axe. Use the save point again. Go 
back to the control pane! and activate the left switch this time, iette will now make his appearance. Watch the storyline as Jette shows off his powers. When you defeat him, go back 
to the platform and grab the Wonder Amulet. Return to the control panel and push the left switch, then go back and ride the platform again. Just keep following the corridors as 
you weave in and out of tunnels. When you finally get to a fork in the path, take rfie path going up. The one leading to the right has a Warrior Icon. Keep winding your way in 
and out of the tunnels until you get to an elevator. Go up and grab a Lost Grail behind the elevator when you exit. Use the exit to the south and go up the stairs to a save point. 
Go through the top doors and down the hallway, open the double doors, and go up to the Mist Generator. Cort comes and stops you. After defeating Cort, it's another race against 
time that looks hopeless. Don't worry though, it's Cara to the rescue. Just sit back and enjoy the storyline. 


Jette has very powerful attacks and a good defense. His normal attacks do 1400 -1600 Hp of damage and his Shadow Break devastates the entire party for 1000 - 1300 Hp. 
Make sure you have one character always healing and the other two attacking; this makes him easier to defeat. He has around 31,000 Hp and has Miracle Water for treasure. 
CORT 

Cort has incredible defense after he casts Mystic Shield, only hyper arts and higher or magic can do any damage. He attacks with the Guilty Cross doing 1000 -1300 Hp of 
damage and Mystic Circle, which hits rfie entire party for^BOO ■ 1200, Hp of damage. He has around 44,000 Hp. 
i'LM iLM VILLAGE 

All that has to be done here is talk to everyone and find your two other friends; Gala is by the Genesis Tree and Noa is with the village elder. Then the storyline picks up again 
and you must face Songi for the last time. To leave Rim Elm, exit to the south and leave from the beach. Then your next stop is Uru Mais. 

siRy = iCBj 

Once the storyline takes you from Uru Mais to the Seru - Kai, then go up and ot the fork, go left. The right path has Life Water. At the next split, get the Triumph Armor in the 
lower left, then go up and around to the next fork. There is Magic Fruit in the right corner. Now go up and, in the upper right, there is a Healing Berry. Follow the path to the left 
and, at the next fork, go up and to the right. There is Magic Water to the left at the next split in the path. Go to the right to a save point. Next stop, Songi, you have to keep him 
from killing THE Genesis Tree. With the drath of Songi, a« that's left is to save the people of Rim Elm from Juggernaut. After the storyline unfolds, examine the Genesis Tree at Mt. 
Rikuroo to get Terra's Magic for Noa. Now with Hari's sacrifice, you can get the ultimate power for all the parly. Get Vahn's at the Genesis Tree in Warrior's Square and Gala's in 
East Voz Forest. Then head back to Rim Elm and the final fight. 

SONGI 

With Songi merged with a Sim - Seru, he is for more powerful than your party combined, His main attack dishes out 2000 - 3000 Hp of damage, compared to his special attack 
that does only 1400 -1800 Hp of damage. His Genocidal Cannon hits the entire party for roughly 1500 - 2000 Hp. This will be one of your hardest fights. Use the Point Card 
to wear him down. Then use Miracle Arts for the kill. He has well over 45,000 Hp. 

RIM ELM •> BIO CASTLE 

Enter from the beach and go all the way up to the base of Juggernaut. Enter through his mouth. Jump down the ledges and into the cave. Keep following the path around and down 
another set of ledges. Continue until you get to a path going north that splits to the right. Grab the Ra * Seru Armor down that path. Go up and, at the next split, grab the Ra - 
Seru Robe to the left. Go right and zigzag your way across. Grab the Ra - Seru Plate, then exit to the right. Follow the corridor as it winds around. When you get to a river, jump 
in and continue holding the direction pad to jump out. Grab the Crimson Book on the next ledge and enter the corridor. This will wind around and lead to a Iwge along a river. 
At the next crossroads, take the path that goes down to a river and dive in. Jump out at the next ledge and grab the Ra - Seru Seal, Jump back in and it drops you at the top of 
the crossroads. Go right again and jump into the river off the right side. Go to the left and get out at the next ledge to get the Ra - Seru Plume. Jump back in and you will again 
be deposited at the top of the crossroads you passed. Go back to that same ledge and this time take the right river path to get the Ra - Seru Helmet. When you get back to the 
crossroads, follow the road to the save point, and then exit this river area. Now you're in a cavern where pillars appear in order for you to move around. Go left and up to get 
the Lost Grail. Go back down and all the way left for Ra - Seru Boots. Go up and right; talk to Mei and she'll give you a Life Armband. Now go up and left for Ra - Seru Shoes. 
Go back across and then up across 2 platforms and talk to Vd; he'll give you Miracle Water. Go back down, to rfie left, and into the cove. Follow me path around, grab the Ro - 
Seru Thongs, and exit to the left. Go down the tube to the fork, the ri^t path holds a Ra - Seru Club. Go left to another fork; the left path holds a Magic Armband. Go down. At 
the next fork, the right path holds a Ra - Seru Fangs. Go left. There is another path splitting off to the right that holds a Ra - Seru Blade. Grab it and continue down to the exit. 
Jump down to the save point and two bumps on the floor. You need to step on one and, while it's still down, step on the other to open the cave entrance. Now let the storyline set 
up the main event, 

CORT - SERU 

Cort deals out massive amounts of damage. He attacks normally, doing 1500 - 2500 Hp of damage. When he does his Ultra Charge power, you need to defend with Spirit on 
the next turn. He also has an awesome looking move called Doomsday in which he moves a planet onto you; this does 2000 ■ 3000 Hp of damage. You should definitely equip 
everyone with the Warrior Icon, as the Counter move prevents his attack as well as dealing damage to him. The New Cort has 50,000 + Hp. 

RIM ELM 

After the emotional storyline ending, when you defeated Cort, you end up back in Rim Elm with a bright future ahead of you. There you meet up with Dr, Usha again. He will ask 
you a question and gives you four choices. Depending on which answer you give him, you get one of four different endings. All that's left to do is to talk to everyone in town and 
then see the elder to see the ending you chose. FIN 
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publisher: enix 


non-english text content; low 


O Bust-A-Move 2 grooves in the foot¬ 
steps of its predecessor, but doesn’t quite 
have the dope moves. You’d expect that a 
quick sequel to such a great game v^ould 
simply be more of the same vtfith minor 
improvements, but it seems to me that 
Enix wanted to try to do a little more with 
BAM2 and ending up dropping the beat 
just a bit. 

Not thot BAM2 is bad, not at all. There 
haven’t been any huge changes that real¬ 
ly screw up the game, but the ener^ isn’t 
as cranked in this game as it was In the 
first. Maybe because the first game was 
so unique and wacky, the wow factor has 
kinda worn off some, but BAM2 doesn’t 
really grab me as much as the first did. 

The music in BAM2 is nowhere near 
as great as the tunes from the first. The 
overall tempo is much slower, vdiich effec¬ 
tively lowers the difficulty rating. It’s not 
as unoboshedly goofy as the first game, 
either. I definitely miss the whacked out 
Japanese/English melange of lyrics and 
musical styles. 

In this version, you get more points 
for executing the d-pad movements in time 
to the music, which i think is a brilliant 
addition and mokes much more sense, i 
usually found myself doing this in the first 
game, but it’s nice to now be rewarded for 
having (surprisingly) a little extra rhythm. 
Also, the arrows indicating the direction 
to press on the controller now highlight as 
you enter them, which feels like an option 
they should have left only in the Easy or 
Practice modes instead of having through¬ 
out the game. 




There are also many more hidden 
characters and the stages themselves 
react to your combos in funny ways (explo¬ 
sions, dropping through the floor of a pirate 
ship, dancing chalk outlines, etc.). All the 
returning characters have new outfits, 
while the dance motion captures are just 
as great. 

Who’d have thought that a game 
where you press buttons to make a char¬ 
acter dance could be so much fun? Bust 
A Move was never a supremely difficult 
game, but these changes smack of “dumb¬ 
ing down” in order to make it more acces¬ 
sible to casual gamers, it’s odd that BAM2 
went in the opposite direction of the 


Parappa sequel, which is an incredibly 
hard game.While the feeling of BAM2 is a 
bit more restrained than the first, it’s still 
an amusing game which managed to glue 
me to my monitor for a few hours, i’m a 
little upset that 1 haven’t had the chance 
to try out any of these new dance steps 
I’ve picked up, but l have the feeling that 
my time will come to make an ass of myself 
soon enough. ^1 
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Get reacquainted with an all-new GEX, 

And his Miss Adventures. 



• All-new intuitive cannera system guides you through hazardous 5D missions 
• Over 25 all-new disguises with new abilities like scuba diving and snowboarding 



PliiyStatiDn 




Baywatch's Marliece Andrada stars as Agent Xtra in all-new full-motion video 
• An all-new GEX spits fireballs, controls tanks, crocodiles, burros and more 
• Over 1,000 all-new celebrity impressions and wisecracks 


... 
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www.eidosihteractive.com 
www.crystald. com 
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publisher: Sony 

non-engtish text content: low 


Of all of the §oofy licenses 
marketing suits come up with on 
given day, one has to wonder 
Pepsiman, who Is HUGE in Japan, 
n’t been brought over to the US shores. 
As Pepsi’s official mascot in the Land 
of the Rising Sun, Pepsiman 
become sort of a local pop hero 
super icon, instead, we get that lit¬ 
tle girl with the curly locks who can't 
lip sync to save her life. 

According to the copy on the back 
of my Pepsiman action figure card, 
‘Tepsiman is such a refreshing guy 
that he delivers Pepsi-Cola to thirsty 
people. He can pop up Pepsi-Cola with 
“Schwaaa!” action and deliver them 
around everywhere. According to reli¬ 
able sources, he is a promoter of 
Pepsi-Cola Company. And, Pepsiman 
is also such an athlete that he is good 
at all kinds of sports. Especially, he is 
so into sideways-riding-sports (?) such 
as surfing, snowboarding, skate¬ 
boarding etc. He is very confident of 
his physical ability.” — So, he’s got that 
going for him. While having nothing 
to do with Drink!, the new Pepsiman 
video game recently released in Japan, 
I thought you would get a kick out of 
the way he’s described. 

Drink! can best be compared to 
0 3 D version of Paperboy. In the game, 
you control an always-running 
Pepsiman, who can jump, slide and 
break out with a super boost of speed. 
Each level kicks o^ with a small cin¬ 
ematic of some fat, slobby American 


(you KNOW that’s how the Japanese 
view us) who grabs a Pepsi then belch¬ 
es out some Pepsi propaganda, such 
as “Have Pepsi for Pi22a”. Then, the 
real fun starts. As Pepsiman, you must 
avoid alt of the obstacles, ha2ards 
and pitfalls in each level, collect as 
many Pepsi cans as you can along the 
way, and make it to the end before 
the timer runs out. Along each level, 
you’ll find Pepsiman gets himself into 
all sorts of super-cra2y situations, 
such as running through people’s liv¬ 
ing rooms, hopping on skateboards 
and getting trash cans stuck on his 
head. 
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While not the most state-of-the- 
art video game ever made, there is 
some sort of unforeseen “cool fac¬ 
tor”, coupled with addicting gameplay, 
that makes this game a keeper. As of 
now, there are no US plans for the 
game, but we have heard rumblings 
fhat a certain American software pub¬ 
lisher has been inquiring about pos¬ 
sibly obtaining the rights, “Schwaaa!” 
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internal section 


publisher: ^uare 


Square has deNghted Japanese 
gaming fans with their own brand of 
shooting splendor. Developed by 
Positron, internal Section is a high- 
tech trip down the corridor of the 
future. Looking more like a fancy 
screen saver at first, internal Section 
mixes elements of Tempest, N20, 
Nanotek Warrior, and the years of 
the Chinese calendar. Section sends 
players racing through translucent 
tubes crowded with elements of 
binary code, surreal Imagery and 
22nd century garbage. It is a bit dif¬ 
ficult to explain in words how you 






feel when you play this game, but 
it would be safe to assume that it is 
unlike any other gaming experience 
you’ve ever had. Assuming the role 
of one of 12 shooting shapes, each 
representing a different year in the 
Chinese calendar (rat, ox, snake, 
etc.), you blast away waves of enemy 
units. By using the shoulder buttons, 
you can transform your character 
which is, essentially, just your weapon. 
Enemies range from killer stars to 
cra:^-shaped polygons and come at 
you in waves with boss characters 
towards the end of each stage. 






- .-iV * 


non-english text content: loW 

The game relies heavily on the 
atmospheric music to set the mood 
and is essential for the true internal 
Section trip. The soundtrack is com¬ 
prised of a wide variety of 
house/trip-hop/acid beats that, 
combined with the sound effects, 
add more to the game then the actu¬ 


al game play or graphics could ever 
do. Internal Section even goes as far 
as to synchronize the music beats 
with the background and track 
changes. 

internal Section offers Dual 
Shock vibration compatibility that 
does a lot to enhance the immer¬ 
siveness. The game isn’t meant to 
break down any shooting genre bar¬ 
riers, but I would venture to say that 
it is an experiment to bridge the gap 
between music and video games. 
With some really bright weapons, 
hordes of attacking enemies and 
seemingly millions of floating objects, 
the game is extremely hypnotic and 
graphically stimulating. Noteworthy 
also is that Section keeps a sweet 
frame rate while running in the 
PlayStation’s high-resolution mode. 
All of the weapons use some form 
of nice lighting effect, depending on 
which one you are firing. Each has 
its own particular style that will 
encourage its own strategy, depend¬ 
ing on what’s being encountered. 

As of now, only the import ver¬ 
sion is available, and Square has not 
yet announced plans to bring Internal 
Section to the US. If you are look¬ 
ing for something to just kick back 
with and lose your mind to, internal 
Section might be worth picking up 
now. 
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The EXOllVlTE'section is where we dig up 6 months worth of ratings and present them on one easy-to-read 
spread, along with a little explanation/breakdown of our rating system. Use this as your buying guide throughout 
the year and as a reference for those older games that you might have missed (or wish you had). 


PUTtNUM GAMES 

ISSUE 

SCORE 

Syphon Filter 

March 1999 

99% 

Crash Bandicoot 3; Wdrped 

December 1998 

98% 

Metal Gear Solid 

December 1998 

98% 

Tomb Raider ill 

January 1999 

967» 

Test Drive 5 

December 1996 

97% 

GOLD GAMES 

ISSUE 

SCORE 

Bloody Roar 2 

May 1999 

96% 

Bust-A-Groove 

January 1999 

96% 

Civifizdtion il 

March 1999 

96% 

Colony Wars: Vengeance 

December 1998 

96% 

Gex 3: Deep Cover Gecko 

May 1999 

96% 

A Bugs Life 

December 1998 

957= 

Akuji: The Heartless 

February 1999 

95% 

Duke Nukem: Time to KHI 

December 1998 

957= 

Kagero: Deception li 

December 1996 

957= 

NCAA GameBreaker 99 

January 1999 

95%, 

NHL Face-off 99 

December 1996 

95% 

Abe's Exoddus 

February 1999 

947* 

Legend of Legaia 

April 1999 

94%b 

NBA Live 99 

January 1999 

94% 

Need for Speed: High Stakes 

May 1999 

94%, 

Rally Cross 2 

January 1999 

947= 

Ehrgeiz 

May 1999 

937* 

Guilty Gear 

December 1998 

93% 

Knockout Kings 

January 1999 

927* 

NCAA Final Four 99 

March 1999 

92% 

Point Blank 2 

April 1999 

92% 

Streak 

December 1998 

92% 


Tai Fu 


April 1999 


92% 


Assault Retribution 


December 1998 


91% 


Rollcage 

April 1999 

91% 

Test Drive: Off Road 2 

December 1996 

917* 

Wild 9 

December 1998 

91% 

Bust’-A-Move 4 

January 1999 

90% 


Darkstalkers 3 


January 1999 


90% 


Freestyle Boardin' ‘99 


March 1999 


90% 


afe.:;ftggaVAn.-c:--r><"''. 


Guardian’s Crusade 


April 1999 


90% 


Ridge Racer Type 4 


April 1999 


Rug Rats 


Silent Hill 


January 1999 

—r ~ » mmrn t ■ i i mum m ■ 

March 1999 


907o 

90% 


90% 


The Fifth Element 


December 1996 


The Next Tetris 


May 1999 


90% 

90% 


Tiny Tank 


February 1999 


90% 


SILVER GAMES 


ISSUE 


SCORE 


Army Men 3D 


May 1999 


69% 


whot do all those numbers mean? 


Bngandine 

January 1999 

88% 

Contender 

February 1999 

88% 

WCW/NWO Thunder 

February 1999 

887* 

Backstreet Billiards 

December 1998 

6r/o 

Mr. Domino 

February 1999 

67% 

Rush Down 

April 1999 

67% 

Uprtstng X 

February 1999 

87% 

NHL 99 

December 1998 

66% 

Asteroids 

January 1999 

85% 

Destrega 

February 1999 

85% 

Monaco Grand Pri* 

May 1999 

85% 

Pool Hustler 

December 1996 

85% 

Fisherman*s Bait 

April 1999 

84% 

Triple Play 2000 

May 1999 

64% 

Armored Core: Project Phantasma 

January 1999 

83% 

Dragonseeds 

December 1996 

83% 

Rampage 2: Universal Tour 

May 1999 

63% 

Xenogears 

December 1996 

63% 

Formula 1 98 

January 1999 

827* 

Running Wild 

December 1998 

82% 

Twisted Metal 3 

January 1999 

82% 

Brave Fencer: Musashi 

December 1996 

81% 

K1 Revenge 

March 1999 

81% 

Tiger Woods PGA Tour 99 

January 1999 

81% 

Blast Radius 

February 1999 

60% 

Irritating Stick 

February 1999 

60% 

Shadow Madness 

May 1999 

60% 

BRONZE GAMES 

ISSUE 

SCORE 

Anrmaniacs: Ten Pin Alley 

January 1999 

79% 

R-Types 

March 1999 

79% 

Street Skder 

April 1999 

79% 

Nectaris: Military Madness 

February 1999 

76% 

Dead in the Water 

February 1999 

76% 

Monkey Hero 

March 1999 

76% 

Psybadek 

February 1999 

75% 

Bomber man Fantasy Race 

May 1999 

747* 

Small Soldiers 

December 1998 

747* 

In the Zone 99 

May 1999 

72% 

Big Air 

May 1999 

70% 

Bust-a-Move '99 

April 1999 

70% 

NCAA March Madness 99 

February 1999 

70% 

O.D.T. 

December 1998 

70% 

TIN GAMES 

ISSUE 

SCORE 

Pro 18 World Tour Golf 

April 1999 

66% 

Apocalypse 

January 1999 

49% 


98-100% 

The ultrmate gaming 
experience. 



90-97% 

bu/^game^eodi ojirfesour 
editors seal of approval ard are 
reconmerKiedfOfl^^ 



80-89% 

Good gam es, but tockrn g 
in some area; only for 
fans of thQtstyteofgame. 



70-79% 

Mediocre titles that 
suffer from some serious 
flaws. Rent-don't buy. 


Oiri 


0-69% 

Tin gomes are to be ovoided 
Qtolleosts. Onlydie-hard 
gamers would buy these. 
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Dai/id Jon Uinding 
Pubtisher 


i am sure that, by now, most of you have at least heard of the PlayStation and N64 emulators tJiat have been popping up on the 
internetThe one that has received the most attention lately is a product called Bleem.The software, scheduled to ship on April 10, has 
been touted as the second coming on the PC. According to Bleem’s developers, it will play almost all of your PlayStation games {the 
Bieem web site offers a list of those that are currently said to work with the emulator) and, if you have a 3D accelerator, it will allow for 
advanced graphic features like texture smoothing and higher resolutions. For those of us with higher power PC’s and a love of PlayStation 
gaming, it sounds like heaven. Can you imagine playing Syphon Filter with smooth textures, higher resolution and a fester frame rate? I can 
and, as a publisher of a PlayStation magazine, I can also see the utility in being able to screen capture gimes directly from my PC. 

With all of these wonderful thoughts dancing in my head, I logged on to the Bieem web site and downloaded the demo. According to 
them, it would be simple: download the software, pick a game from the‘tested’ list, put the CD into my PC’s drive and it’s game time — albeit 
with no 3D accelerator support (you can’t give EVERYTHING away for nothing!). Guess what? It wasn’t I tried five different games (jet Moto 2, Need 
for Speed, Need for Speed 4, Rage Racer and Rally Cross) and only two (Rally Cross and Jet Moto 2) worked.They under-performed .with slower 
frame rates and poor resolution when compared to the game running on its native PlayStation. My PC is built around a P2 300 Mhz CPU — so 
we’re not talking about a dog computer here! 

Of course, this illustrates the very point of contention that Sony has with these emulator developers and their products — they cheapen the 
PlayStation and its software. Sony and their third party software publishers have no control over the quality of the emulated play experience. Suppose 
Bobby in River City, Iowa goes down to his local Wal-Mart to buy Crash Bandicoot:Warped. He has just purchased Bieem and is looking forward to playing 
his new PlayStation game on his PC. He launches the software and finds out that: a) the game is not on Bleem’s play list and won’t run or,b) the game crashes 
and simply will not run on his PC.Who does he call? He might call Bieem, but I doubt it. He is going to find the 1-800 number on the Crash box and call 
Sony customer service. Sony is the target of the brunt of Johnny’s dissatisfaction and they have potentially lost a customer for their products. 

The people at Bieem are hoping that, in their Pleasantville world, developers will embrace the supposed technological and economic advantages of Bieem 
and actually develop their PlayStation games from scratch to address the emulator.They make the point that there would no longer be multiple sku’s for PC 
and PlayStation and that the software publisher/developer would be the economic beneficiary of this resource pooling. Uh, ain’t gonna happen. Raise your hands 
— how many of you think that Sony, a hardware manufacturer that controls the manufacturing of all third party software, is going to allow publishers to 
write code that addresses Bieem? Next question — given that PC sales of console games are,on average, less than 10% of the sales that are generated by the 
host platform, how many PlayStation software publishers are willing to take the risk of hurting their relationship with Sony so that they can sell a few extra copies 
of their title on PC? 

In the end, the emulators are bad for business.They confuse the consumer, weaken the impact of the software and, in my experience, frustrate the end 
user.Who needs it? The beauty of the PlayStation (or N64 and Dreamcast,for that matter) is that you put a game into the system and it simply works. I believe 
that the single biggest reason that PC’s have never approached consoles, in terms of software sales, is because you spend more time trying to get your game to 
work than you actually do playing it. Hobbyists might enjoy this aspect; the average game consumer does not. Besides, the PlayStation is as cheap as a typical 3D 
accelerator card. I find it hard to believe that a consumer that has spent over $2,000.00 on a 3D accelerated PC can’t find the coin for a PlayStation. 

Here is my prediction: Bieem will sell less than 100,000 units (generating about $1,75 million in revenue for the company), will have a tremendous number 
of dissatisfied customers and, for their trouble, have a mega-buck lawsuit hanging over their heads with a price tag that is at least five times greater than their 
revenue — I do not envy them or their customers. 
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Resident Evil 3 


The next issue of PSExtreme will deliver a host of PlayStation 
goodness with all of the flavor and half the fat. Expect to see more 
new designs and layouts as we evolve towards the new millenium 
and the exciting launch of the next generation PlayStation hardware, 
as well as an in-depth and comprehensive follow-up report on the 
Industry’s biggest trade show —The Electronic Entertainment Expo! 
In addition, our little reptilian buddy, Croc, will be gracing next month’s 
cover, along with pages of first-hand information and 
screen shots.We will also be going in deep to find 
out the goods on Capcom’s third PlayStation 
Resident Evil installment. Universal / Insomniac’s 
Spyro the Dragon 2 and Acclaim’s South Park. 

You can expect all of this dear readers, plus more 
PS news, strategies, codes and features than you 
could ever imagine. Make sure to check it out! 
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£3 Wrap-Up 
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We talk to the 
makers of BLEEM! 


Spyro 2 


Southpark 









Striviti.g for Perfection? Pinvenjsion Pulali^lxing'jS 
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0,00 Price valid for PSExtreme subscribers onEy, AEI others pay full retail price of plus shipping & handling charges. Specify SFA, Star Gladiator, Crash Bandicoot 2, Tomb Raider, Tomb Raider2, Soul Blade or Pandemonium. Inside the U.S,, add $3.75 for shippirtg (add $1 
each additions[ guide). Canada $ Mexico add S4.50 for shipping and handling. Foreign orders call for pricing. 


Credit Card Orders, Call 

( 916 ) 989-0171 


Wild Arms ©1997 Sony Computer Entertainment Inc. SpyroThe Dragon ©1998 Universal interactive Studios. MediEvil ©1998 Sony Computer Entertainment. Fifth Element ©1998 Kalisto Eritertainmeat.Tomb Raider and Tomb Raider 2 are registered 
trademarks of Eido$ tnteraotive. All rights reserved.'Crash BandicoO't'\"Crash Bandicoot 2: Cortex Strikes Back^'and the Crash Bandicoot logos are trademarks and copyrighted properties of Universal Interactive Studios^ Inc. Source code © 1996 
Naughty Dog, Inc. The Sony Computer Entertainment logo is a trademark of Sony Corporation. Resident Evil ©1997 Capcom, Co, Ltd. Blasto™©1997 Sony Computer Entertainment Inc, Crystal Dynamics, the Crystal Dynamics logo, GEX, and the 
GEX character are trademarks of Crystal Dynamics. ©1998 Crystal Dynamics. All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 










To order by mail, send a check or money order made payable to: 


Dimension Publishing • P.0, Box 6570, Folsom, CA 95763-6570 

‘Add $3.75 for shipping & handling on the free Crash 2 strategy guide. Mexican and Canadian orders S44.S5 for subscriptions plus $4.75 shipping 
& handling. (U S. Funds). Foreign orders call for pricing. Allow B-10 weeks for delivery. CA residents add B.25% sales tax to strategy guide orders. 
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989 Studios. 

1 ’ 

Agetec. 

.31 

Capcom. 

.84 

Eidos.. 

.75 

Fox Interactive. 

.18,13 

Namco. 

....IS, 18,19 

Psygnosis. 

.48,45 

SCEA.8,3,28,23,89,40 
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^Street Fighter Alpha 3 scores a triple E.O.! It's the 


the circcits of the PlayStation game console... featuring 


styles for every character - pins the skill building, 
World Tolir Mode. Maybe nobody's perfect. But as of 
today, at least one f\ rrvxyS^nrT 
fighting gaitie is. 


© CAPCOM CO. LTD. tg^ © CAfCOM USA, INC. 1999. All REGHTS 
RESERVED. CAPCOhfl i$ a registered b^ernart oE CAPCOM CO., LTD. STREET 
FIGHItR is i registeted twJernart GAPCOM CO., LD. STREET FJGKTER 
ALPHA 3 is a irsdenuflc of CAPCOM 00., LTD. ‘fighter s Edge is a regislered 
Iradentailc ol GaniePro magazitw, the workt's largest muttiplaH&rfn gaming 


fnagaane arwj tihe dfrcial rmgaiine sponscr of the Capcom figtder^ Edge ppomollon. Renrodudioh of the 
Figirteis Edgo nameAogo in or part wajioyt pricr written pemnissiOfi tjy GamePto maffa 2 ine is pwhihHed. 
PtaySiation and the PfaySiaticm logos are fegBicned traitemarLs of Sony Computer Ertertainmertt ino. 
Tbe ratings icon is a liadenoart of Oie interactive Digilal Software Assocfalion. An other mari($ are the 
property of their re$j>ectivO owners. 
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goal is to preserve classic video game magazines so that 

they are not lost permanently. 


People interested in helping out in any capacity. 




visit us at www.retromags.com 
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i scans, nor do we offer 
publishers themselves^ 
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